GM’s Box of Duct Tape ©2023 
ForeverGM products 
All rights reserved 


This product is compliant with the open game license and is 
suitable for use with the 5th edition rules system. 


Authors 
The Forever GM & Kevin Willis 


https://ko-fi.com/forevergmproducts 


Artists 


Coookiiiee - https://www.instagram.com/coookiiiee_/ 
Iosefo - https://twitter.com/Iosefo 
Liodxz - https://www.instagram.com/leeeoho/ 
Nicodemus - https://twitter.com/Nicodemus_art 
Ninja Turtlel - https://twitter.com/CheenMachinel 
QORITAS - https://twitter.com/QkyoEC 


Animator 


Oniblue - https://twitter.com/Oni_ Blu 


Music for animation 


Night Coffee Shop-royalty free - 
https://pixabay.com/music/beats-night-coffee-shop-114856/ 


Typesetting 
Createbook.org 


Playtesters 
Dorland, vosk, hval, 
closetmonster, numac, J., splenda, 


Jonathan (miles), screamteam, ICEYY Wizard 


TABLE OF CONTENTS 


Part I: Player Options 

Prestige classes 

Anti-Mage 

Blood Mage 

Chaos Caster 

Monster Hunter 
Subclasses 

Commander Fighter 

Death Dancers Bard 

Oath of the Black Void 

Gunmage Sorcerer 

Crypt Domain Cleric 

Luchador Wrestler Barbarian 
Spells 

Arcane 

Divine 

Nature 

Blood Magic 


Part II: Monsters 
Monster list 
Anti-Mage 
Blood Mage 


Chaos Caster 
Monster Hunter 
The Annihilator 
Arance Sentry 
Dittote 
Endanoss the Ever-Changing 
Jelly Cube Swarmer 
Suftocator 
The Shepard 
Monster Feature Tables 
Breath Weapon 
Gazes 
Auras 
Regeneration 
Legendary Abilities 
Legendary pools 


Part III: GM Stuff 
Magic items 
Kevin's Variant Rules 
Socketed Weapons 
Sovereign Weapons 
Diseases 


Part IV: GM Meta-Commentary 


Pea it we x, 
MR eee i 


58 
60 
62 
66 
69 
| 
Te) 
7 
- 
82 
84 
85 
90 
92 
93 
94 


102 
eal 
114 
116 


&| 


FOREWORD AND INTRO: 
Tue TuHinc No One READS 


hanks for taking the time to look at my stuff. My co-author and I wrote this 
| book. Everything in here was brought about from some experience we have 
had running games. Most things here are things we have tried to remedy sit- 
uations or variant rules we have tried and found fun. Most of the new content in this 
book was written from the viewpoint of ‘why isn’t this in the game yet?’ 


Prestige classes, some magic items, rules of alignment, and better curses/diseases were 
all born out of this simple question. There may also be a bit of ranting from me in the 
‘meta-commentary’ chapter, but most GMs will be able to sympathize. The point of 
that chapter is more to open up topics in the ‘community’ that I have barely, if ever, 
seen addressed. 


You might be wondering: “So, why is it free? What's wrong with it?” 


The answer is: it wasn’t going to be, initially, but after 


taking a lot of time writing and looking at what a ton 
of other similar books have done, I decided to take the 
significant risk of simply making it free to everyone 
and hopefully getting my money back through sheer 
goodwill. I wanted to be something other than another 
book that came out, promised a ton of stuff, and then 
delivered almost none of it, leaving the person who 


bought my work feeling robbed. 


As for future projects, I have nothing planned; this 
book cost a lot of money to produce because of all the 
custom art I had commissioned, animation, editors, 
and advertising. And if it’s a flop, I can’t afford to make 
anything else. 


Only time will tell. 


Part I: 
PLAYER 
OPTions 


(AKA. POWER CREEP) 
és 


PRESTIGE CLASSES 
SUBCLASSES 
SPELLS 


PRESTIGE CLASSES 


ow, you might know prestige classes from other systems or editions. That is 
N not what these are. ‘Prestige class’ is simply the best name I could’come up 

with. These are sets of abilities based on a theme that can go with multiple 
classes. Every prestige class has a restriction, but they give excellent benefits. AsI 


originally designed, they are meant to go ON TOP of your normal class abilities. 


For example, as an Anti-mage, at level 5, you gain the ‘magic disrupting aura feature. This is 
IN ADDITION to whatever your base class gives you at level 5. For a rogue, this would be 
extra sneak attack damage. For fighters or barbarians, this would be extra attack. 


Recent years’ splat books have already put the power creep of players out of whack. 
Which I complain about later in the ‘meta commentary’ chapter. These ‘prestige classes’ 
are intended to be competitive with those. 


Because they are supposed to give giant power spikes to players, they should be distributed 
evenly to the players around the table. All players should have the ability to get one if they 
wish. However, this is basically the equivalent of giving the players a very rare or legendary 
magic item in terms of how strong it makes them. So this should never be given out for 
free. These should only be obtainable through in-game quests and actions. 


For my games, I make these prestige classes into factions. If the player knows they want 
to be an anti-mage, they must seek out a member, and do a favor for them to gain 
admittance into their sect to learn their ways. 


It should be noted that when I actually run these as an option, multiclassing is outright 
banned. Having a druid/fighter that TECHNICALLY meets the requirements for both 


the monster hunter AND a blood mage prestige classes is impossible to balance. 


Finally, each prestige class has a restriction. Since prestige classes are not built with any 
particular base class in mind, they are restricted based on the group of classes that I built their 
aesthetic to match. (Le. Anti-Mages are only supposed to be fighters, barbarians, and rogues). 


Prestige Classes 


VARIANT RULE ~ In case the GM thinks it’s way too strong, you could also 
just replace subclass with prestige class. As in, the prestige class replaces any 
subclass features you would gain on the same level. Example: Take a Sth-level 
champion fighter. Usually, champion fighters get improve critical at level 3. 
With this variant, you would instead be playing an ‘anti-mage fighter’ and gain 
the anti-mage’s ability to deflect ranged magical attacks at level 3. 


ANTI~MAGE 
RESTRICTION. CAN NOT CAST SPELLS 


he entire point of this prestige class is to hunt down, fight, and kill mages. The 
idea of this would be an order of zealots that have a fervor against magic and its 
users, calling it unnatural. 


Leve. 3 - DEFLECT MAGIC 
MISSILES: You can use your reaction 
to deflect or reflect the missile when 
you are hit by a ranged magical 
attack. When you do so, the damage 
you take from the attack is reduced 
by 1d10 + your Dexterity modifier 
+ your level. 


If the damage of the attack is reduced 
to 0, you can reflect the missile back 
at the caster and make a spell attack 
roll using your CON modifier.[1d20 
+ proficiency + CON] 


LeveL 5 - MAGIC DiIsRUPTING 
AURA: You gain the magic resistance 
trait. (advantage on saving throws 
against magical spells and effects) 
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Anti-Mage 


LeveL 6 ~ KILLSWITCH: You gain the ability to innately cast dispel magic 2/day. 


LeveL 7 — MAGICIAN KILLER: Ifa creature within 5 feet of you casts a spell, you 
can use your reaction to attack them. When you hit a creature concentrating on 

a spell, they have disadvantage on their concentration check. This attack happens 
before their spell completes. 


LeveL 9 — SPELL TURNING :If you roll a natural 20 on a saving throw against a 
spell, and the spell is 7th level or lower, the spell has no effect on you and instead 
targets the caster, using the slot level, spell save DC, attack bonus, and spellcasting 
ability of the caster. 


Levet 10 — Turi oF THE HUNT: Whenever a creature within 60ft of you 
casts a spell, you may use your reaction to move up to twice your movement without 
provoking opportunity attacks in a straight line toward the target. 


LEVEL JJ —- COUNTERSPELL: You gain the ability to cast counterspell a number of 
times up to your proficiency modifier per long rest. 


Leveu 13 —MaeicaL Void ZONE: You gain the ability to cast an anti-magic field 
centered on yourself once per day. 


BLOOD MAGE 
RESTRICTION: MUST BEA FULL CASTER 


hese casters are another order that is reviled by normal society. Their meetings 

are held in dank basements away from prying eyes. They worship vile or fiendish 
gods and patrons, using their own life essence, or sometimes other people’s, to fuel 
their magic to new heights. 


Leveu 3 - Tap IN: Asa bonus action, you may expend your hit dice, rolling them 
and then taking damage equal to the number you rolled to regain spell slots equal in 
level to the number of dice you rolled (roll 3 hit dice to regain a 3rd level slot) 


LeveL 5 ~ SPELL EMPOWERMENT: Anytime you cast a spell, you may roll any 
number of dice to damage yourself to empower your next spell with that damage 

(or healing). These do not have to be hit dice and do not have to be uniform. 

(For example, You could roll 2d20 AND 344, take the damage rolled, then add 

that damage (or healing) to your next spell. If this damage would reduce you to 0 
hitpoints, your spell fizzles before it can be cast and you fall unconcious. Additionally, 
when you deal the killing blow to a target with blood, you regain health equal to a roll 
of one of your hit die + your level.) 


LEVEL 6 — SCAR Tissue: You retroactively gain 1 extra hitpoint per level and 1 
extra hitpoint for each level going forward. Additionally, your constitution score 
increases by 2 to a maximum of 22. 


LeveL 7 — FAST HEALER: You gain the second wind ability from the fighter class. 
You also gain the song of rest ability from the bard class, but it only affects yourself. 


LeveL 9 — BLoopy ADVANTAGE: While the target is at half of its max hitpoints 


or less, you gain advantage on spell attacks, and the target has disadvantage on saving 
throws against your spells. 
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Blood Mage 


Leveu 10 — Last STAND: You make a great sacrifice for one last surge of power. 

As an action, you may cast any spell you have prepared with an instant duration. 
Regardless if you have the available spell slot for it or not. Immediately after the spell is 
cast, you instantly fall to 0 hit points. You are unconscious but stable and do not need 
to make death saves. Additionally, you can not be brought back to consciousness unless 
you receive cumulative healing worth 25 hit points or more. Excess healing will heal 
you normally. Once you use this feature, you must finish a long rest before you can use 
it again. 


Leveu Jl — Finish THEM OFF: Asa bonus action on your turn, you can use the 
blood of an enemy to your advantage. Any creature that has blood AND is bloodied 
(half health or less) is susceptible to this. The creature makes a con save vs. your 
spellcasting ability or takes 2d8+your spellcasting modifier cold damage. 


Leveu 13 — BLooD SACRICE: You can, once per week, do a ritual over 8 hours and 
sacrifice one innocent sentient being with a soul. Upon completing the ritual, you 
receive a blood garnet. Blood garnets are used as consumable material components in 


the following spells. (full description found in the spells section of this book) 


BLoop Expiosion - Dex save. 
20d6 fire damage in a 20ft radius, 150ft range. 


BLoop Bot ~ Con save. 
8d8 acid damage to every creature in a 100ft radius. 1000 ft range 


BLOODBEAM ~— Dex save. 
25d10+120 force on failure. None on a success 


PurpPETEER — Charisma save. Dominate monster. 24-hour duration 
COMMANDEERING PRESENCE~ Glibness effect, 24-hour duration 


SANGUINE SIMULACRUM ~ Simulacrim, 1 action, no gold cost, lasts 
12 hours. 


Prestige Classes 


CHAOS CASTER 
RESTRICTION. FULL CASTERS 
ONLY 


his is a class based on the random 
fluctuations of the cosmos. Similar to 
a certain sorcerer subclass, but with several 
tweaks that we believe have made it better. Any 
saves listed below use your spellcasting DC. 


LeveL 3 — EXPANDED SPELL LIST: Yeah ; 
whatever, Grease, arcanist’s magical aura, { 
prismatic spray, Cause chaos, healing roulette, 

sensory overload, chaotic arc. 


LeveL 3 — CuHaoTic Burst: Roll 1d8 


every time you expend a spell slot, ona 1, a 


burst happens. When a Chaotic Burst happens 
by any means, immediately roll 1d20 and consult the chart below. 


1. Magic suddenly leaves you in a flash of technicolored light, leaving you feeling 
exhausted. Until your next rest (short or long), all attacks and ability checks you 
make are done so at disadvantage. 


polymorph rules. 


3 You are polymorphed into a tuft of sweet grass, delicious! You retain your 
intelligence and are aware of what is happening around you, but become unable 
to move, act, or speak. This effect lasts as per the polymorph spell, where you 
have 1 AC and HP in your polymorphed form. 
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Chaos Caster 


Others may choose to attempt this check or may attack the ice. The ice is magical 
in nature, is vulnerable to fire damage, has an AC of 10, and has 15 hitpoints. 
Any damage dealt over its hitpoint threshold harms you. Any time a creature or 
affect targets you while you are restrained by the ice, it targets the ice instead. 


5. You cast Confusion centered on yourself. All creatures within the area are 
targeted. 


6. All creatures within 10 feet of you, including yourself, are engulfed in a quick 
burst of flame. Each creature must make a Dexterity saving throw as the flames 
manifest, taking 3d6 fire damage on a failure or half as much on a success. 


7. The wind strengthens, and a Torrential downpour with raucous thunder forms 
in a 90-foot radius around you for the next minute. All creatures are deafened, 
The area is heavily obscured, and all ranged attacks have disadvantage. 


8. You grow a tuft of feathers as a beard. 


9. The ghostly form of a long-dead cleric or priest appears before you and waggles 
its finger at you. You become utterly unable to lie. Whenever someone asks you a 
question, you feel compelled to answer. This lasts for three days. 

10. Each creature within 30 feet of you becomes invisible for 1 minute. The 
invisibility ends on a creature if it attacks or casts a spell. 

11, Your next attack becomes psychically sympathetic to all creatures within 30 
feet of the target (and yourself ). Each creature within the radius (and yourself) 
take half as much psychic damage as was-dealt to the target. 

12. Shadowy tendrils lash around you. Each creature of your choice you can see 
within 30 feet of you must succeed on a Constitution saving throw or take 1d12 
necrotic damage. You also gain 1d12 temporary hit points. 

13. You teleport up to 30 feet to an unoccupied space you can see. For the next 
minute, you.can use this effect again on each of your turns‘as a bonus action. 


Prestige Classes 


14. You summon an intangible spirit that looks like a wolf or a whale (your 
choice), which appears within 5 feet of you. At the end of each of your turns, the 
spirit performs an action. Wolf: One target within 10 feet of you takes force 
damage equal to your level. Whale: An ally within 10 feet of you is healed, an 
amount equal to your level. 


15. Magic infuses one weapon of your choice within 60ft. For the next minute, 
the weapon’s damage type changes to force, and it gains the light and thrown 
properties, with a normal range of 20 feet and a long range of 60 feet. If the 
weapon leaves its owner’s hand, the weapon reappears in their hand at the end 
of the current turn. 


16. Designate a creature within GOft of you. For the next minute, whenever your 
designated creature is hit by a melee attack, magic tentacles lash out in relation, 
dealing 1d6 damage to all enemies within Sft. 


17. For the next minute, you are surrounded by multicolored, protective lights; 
you gain a +1 bonus to AC, while within 10 feet of you, your allies gain the 

same bonus. 

18. The ground within 15 feet of you becomes difficult terrain for your enemies. 
As gnarled vines sprout from the ground. 


19. A bolt of light shoots from your chest. Another creature of your choice that 
you can see within 30 feet of you must succeedon a Constitution saving throw or 
take 1d6 radiant damage and be blinded until the start of your next turn. For the 
next minute, you can use this effect again-on.each of your turns as a bonus action. 
20. The cosmos smiles upon you. You may choose one effect: 
e A small meteorite falls from the sky and strikes a creature within 120 ft of 
you, dealing 8d6 damage on a failed dex save or half as much ona success. 
e Acreature within 120 ft of you regains 4d8 hitpoints. | 
e Anew environmental effect is added to the scene. It is advantageous for | 
you or detrimental for your enemies. (as decided by the GM) y) 
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Chaos Caster 


LeveL 5 — Wuim oF FATE: You may give yourself advantage on any roll, then roll 
1d2. Ona 1, a Burst happens, and you regain the use of this ability. On a 2, you must 
wait until a short or long rest to regain the use of this ability. 


LeveL 6 ~ TwisTED CLAIRVOYANCE: Every morning at dawn, you roll 2d20 and 
record the answers in order. You may then use your reaction to substitute any roll that 
day made by any creature with one of the numbers you rolled. However, when you use 
this feature, you must roll 1d2. The result decides which of your recorded 2 rolls gets 
used. 1=first roll, 2=second roll. Each result may only be used once per day 


LeveL 7 — Surug Orr THE Bab: You may ignore the results of your Chaos 
burst and reroll, you can do this as many times as your proficiency modifier per long 
rest. You can use this ability more than once on a single chaos burst instance 


LEVEL 9 — PoweR FLUCTUATIONS: When you roll damage or healing dice as the 
result of a spell you cast, you add 1d10 to the normal roll. 


Levet J0 ~ FickLe INTERVENTION: You gain the divine intervention feature from 
the cleric class. However, the rate of success is 50%. Also, on a failure, something 
terrible happens. These are both up to DM discretion, but it should be something 
suitably ironic if it fails. (Example: The player asked for all allies to be fully healed, 


but instead, all enemies are fully healed.) 


Leveu Il —- CHaoTic POWER BATTERY :Every day at dawn, roll 1d4, then roll a die 
with as many faces as spell LEVELS known. The result of the d4 is how many EXTRA 
spell slots the caster gets of the level that is equal to the result of the second die roll. 
(Example: a level 11 cleric can cast 6th-level slots. So they would roll 1d4 first.) 


They get a 3. Then, they roll 1d6 and get a result of 5. That means that they would 
gain 3 additional spell slots of 5th level. Until their next long rest. 


Levet 13 — You Win Some, You Lose Some: The universe’s chaotic energies 
focus upon you. You may pick one card from the deck of many things. However, one 


bad card is picked for you by the GM. This event only happens once per campaign. 


Prestige Classes 


LeveL J3 (ALTERNATE) — SPLIT ATTENTION: you gain the ability to concentrate on 
2 spells at the same time. Any concentration check you make while concentrating on two 
spells at a time has disadvantage. Make a separate concentration check for both spells 
individually. You can not use the “Twinned Spell” metamagic option with this ability. 


AUTHOR'S NOTE: 


The player and DM should figure out which level 13 ability will destroy the cam- | 
paign less. | 


MONSTER HUNTER 
RESTRICTION. REQUIRES THE EXTRA ATTACK FEATURE 


his can be any group of monster hunters. The members of this order typically 

specialize in one type of monster and are considered exterminators. When the 
kingdom has a problem with orcs, dragons, undead, etc. You call in one of these guys 
to get the job done. 


LeveL, 3 ~ FIELD OF EXPETERTISE: You choose ( 
one monster type, as defined in the favored enemy class 


feature from rangers. This choice is permanent. This is 
your ‘specialty. 


LeveL 3 — HONED SENSES: You gain the ability, as 
an action, to sense any monster that is your ‘specialty’ in 
a5 miles radius, this ability also tells you where they are 
and how many of them are within range. 


LeveL 5 ~ MONSTER SLAYER: Your weapons 
become infused with righteous fury, any attack against 
your ‘specialty’ gains a +6 to attack and damage rolls 
and allows you to get a critical hit on 18,19, or 20. 
Additionally, your weapons glows to warn you if your 
chosen monster is within 300 ft of you. 
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Monster Hunter 


Levet 6 ~ ‘TOOLS OF THE TRADE: Gain the ability to innately cast hunter’s mark 2/ 
day. Additionally, you gain 2 innate uses of the divine smite feature, flavored to the god of 
your choosing. These smites also deal an extra 1d8 damage (total 3d8) against your specialty. 


LeveL 7 — SUBTLE TRANSFORMATIONS: Your physical form shifts to 
accommodate your hunting. You gain one feature that makes you more effective 
against your chosen type of creature. This is up to the DM's discretion, but for 
example, if you are a dragon hunter, you may gain the evasion feature to avoid breath 
weapons. Or if you are a hunter of the undead, your attacks now bypass undead 
fortitude, or you are immune to the stench feature of ghouls and ghasts. Or perhaps 
you are a hunter of giants, and you gain a channel divinity feature similar to ‘turn 
undead, but it works only on giantkin. 


LeveL 9 — CLEAVE: When you take a creature’s hit points to 0, and there is another 
target within striking range of the first, you may roll your attack roll again. If the 
second roll hits the AC of the second target, any leftover damage from the first hit is 
applied to the second target. 


Leve J0 — Titans Gripe: Two handed weapons count as ‘light’ for you” You gain 
the two-weapon fighting style and the ability to dual-wield 2 two-handed weapons 
without penalty for doing so. You can add your strength or dex modifier to damage 
rolls with your offhand weapon. Additionally, your AC increases by 1 if you are duel- 
wielding 2-handed weapons. 


Leveu Jl — DuLLED SENSES: You gain the ability to go into a frenzy twice per 

day. You gain resistance to all damage. And while enraged in this way, you do extra 
damage equal to your proficiency modifier. If you already have the rage ability, the 
extra damage stacks and the Frenzy uses are in a different pool than your regular rage 


ability. 


Levet 13 ~ Hunt BeYonD DEATH: You will no longer drop unconscious due to 
hitting 0 hit points as long as your frenzy lasts. You still need to make death saves as 
usual and take death saves as normal from damage. You die if you hit 3 failed saving 
throws without being healed. 
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PLAYER OPTIONS: SUBCLASSES 


ere are some subclasses for existing Classes. There are a total of only 6, but that 
is because each one was made with a very specific idea in mind. Each one is 


built around some aesthetic, problem, or clunkiness I have stumbled upon in 
the base game. 


Tue COMMANDER FIGHTER was built as a support fighter. It’s main ability “battle 
standard” was trying to capture the feel of a war drummer raising the morale of their 
allies. 


Tue COLLEGE OF DEATH Dancers BARD was built around the idea of having a 
mostly non-combat political game focused class that specializes in poisons, and makes 
them viable. 


Tue OATH OF THE BLACK VolD is a Cthulhu paladin. Plain and simple. I wanted 
an oath that was still centered around a deity, but a non-standard deity that also gave 
them anti-magic abilities. 


Tue GuNMAGE SorcERER was built around the aesthetic of a western cowboy with a 


bolt-action rifle. With the mechanics of amping the nuker potential of sorcerers up to 
Oe 


Tue Crypt Domain CLeric is for one thing: making necromancers viable. Which 
mostly means getting rid of the tedious book keeping that comes with having an army 
of zombies. 


Finally, Tue LucHapor Barsarian is another aesthetic class. My co-author loves to 
grapple, and I like the flashy pro-wrestler aesthetic. Who doesn’t want to choke slam a 
goblin? 


(These were not playtested at the same time as the prestige classes, and were not 
designed to be used together. Use at your own risk.) 


Subclasses 


COMMANDER FIGHTER 


his archetype is the quintessential “Lead from the front” type. The battlefield 
lieutenant that leads their men into battle. Supporting their allies with buffs and 
healing while also being able to dish out moderate damage. 


3*° LeveL ~ HEAD OF THE SPEAR - On the first round of combat, if you move at 
least half your movement speed towards a hostile creature within sight, you can allow 


up to 6 allies to move up to half their speed with you towards the enemy. 


3*° LEVEL — RALLYING CRY - when you use your second wind ability, all allies 
within 60 feet regain the same amount of health. 


3*° LeveL ~ COMMANDER DICE. You can inspire others through stirring words and 
your pressence. To do so, you use a bonus action or reaction to choose one creature 
other than yourself within 60 feet of you who can hear you. That creature gains one 
Commander die, a d6. 


Once within the next 10 minutes, the creature can roll the die and add the number rolled to 
one ability check, attack roll, or saving throw it makes. The creature can wait until after it rolls 
the d20 before deciding to use the Commander die, but must decide before the GM says 
whether the roll succeeds or fails. Once the commander die is rolled, it is lost. A creature can 
have only one Commander die at a time. If you bestow a commander dice asa reaction, the 
recipient of the die may use it immediately, before the results of roll are announced. 


You can use this feature a number of times equal to your Strength modifier (a 
minimum of once). You regain any expended uses when you finish a short or long rest. 


Your Commander die changes when you reach certain levels in this class. The die 
becomes a d8 at 7th level, a d10 at 10th level, and a d12 at 15th level. 


7™ LEVEL ~ BATTLE STANDARD: Using your bonus action to plant your battle 
standard into the ground to inspire your companions. The standard is a medium sized 
creature, has an AC of 10 with 25 hitpoints, immunity to psychic and poison damage, 
and vulnerability to bludgeoning. 


~ Sib a - 
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Commander Fighter 


All creatures of your choice that can hear you (including yourself ) within 90ft get one 
of the following benefits until the banner is destroyed. Each creature benefitting from 
the battle standard can pick their own benefit: 

e Gain a single extra melee or ranged attack until the end of your next turn 

e Heal for 1d8+your strength modifier. 

e gain 1d8+ your strength mod in temporary hitpoints 

e Gain +2 to AC and have advantage on Dex saves until the end of the turn. 

e Gain advantage on your next attack roll, or give disadvantage on a single target 

of your next saving throw. 


Each turn the battle standard stays without being destroyed, the benefits reapply at 
the start of the fighter’s turn. Once you have used this ability you can not use it again 
until after you finish a short or long rest. 


If the Standard is destroyed, it may be repaired through a casting of a ‘mending’ spell, 
or can be mundanly repaired over the course of short or long rest with the use of 10g 
worth of supplies such a new cloth, thread, needles, and a new stand. 


JO™ LeveL ~ Rousine Speecu: After you finish a short or long rest, you can grant 
up to 6 creatures temporary hitpoints equal to twice your level + twice your Strength 
modifier. 


15™ LevEL — PROTECTIVE COMMANDER: You learn to fend off strikes directed 

at other creatures nearby. If a creature you can see within 15 feet of you is hit by an 
attack, you may roll an inspiration die from your pool as a reaction. Roll the die, and 
add the number rolled to the target's AC against that attack.This dice may be rolled 
after the attack dice are rolled, but before an outcome is determined. If the attack still 
hits, the target has resistance against the attack’s damage. You may use this ability as 
many times as your strength modifier, you regain these uses when you finish a short or 
long rest. 


I8™ LeveL — COMMANDING SHOUT: In the heat of battle, you give coordinated 
directions. As an action you give orders to your allies. All allied creatures that can hear 
you may immediately take an extra action, including spells and features.You can use 
this ability once per long rest. 


Subclasses 


COLLEGE OF THE DEATH DANCERS BARD 


his college focuses on subterfuge, assassinations, and spying. Poltical dealings are 
this class’s bread and butter. 


AUTHORS NOME: 
This is an extremely niche subclass for a 
very specific type of player who wants to 
play avery specific type of character in 
a very specific type of game. Ifyou take 
this subclass in a combat-heavy dungeon 
crawl without long sessions of roleplay at 
a lord’s manor, with no complex political 
webbings to get tied up in, you will have 
a bad time. 


3®° LeveL: Derr NEGOTIATOR ~ Choose 
two of the following proficiencies: Deception, 


Persuasion, Survival, or Medicine. You gain 
proficiency in your chosen skills. If you already 
are proficient in your chosen skills, you may instead gain expertise insaid skill. 


Additionally, if you roll a 7 or below on the die for said skill, you may treat said roll as 
an 8. 


3*° LEVEL: TOOLS OF THE TRADE ~ You gain proficiency with the Poisoner’s Kit. 
If you already have proficiency with this tool, you may in stead choose another tool 
proficiency. Whenever you roll a7 or below on the die using this tool, you may treat 
the roll as an 8. 


Additionally, when using your Poisoner’s Kit to craft poisons, you may add your 
Charisma modifier. 
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College of the Death Dancers Bard 


3*° LEVEL: POISON MASTER ~ You gain a number of slots equal to your Charisma 
Modifier plus your Proficiency Bonus that allow you to create unique versions of poisons 
over a long rest that require no material components. The types of poisons you can craft are 
shown on the table below, along with the number of slots it costs to craft each poison. Each 
bottle of poison you craft uses as many of these slots as it says on the chart below Any poisons 
created go inert after 24 hours. The save for all poisons is equal to your spell save DC. 


These unique poisons ignore resistances to poison damage. If a creature is immune to 
poison damage, said immunity is treated as resistance, causing the creature to take half 
damage from your unique poison. 


Finally, you may douse your weapons in your unique poison as a bonus action instead of 


Levets 3-4 | 1 stot Assassin’s Blood, Drow Poison, Malice, 
Serpent Venom, Truth Serum 

Levets 5~9 | 2 sLorts Burnt Othur Fumes, Crawler Mucus, Oil 

of Taggit, Pale Tincture 


an action. 


Leveus 10-14 | 2 stots Essence of Ether Torpor, Wyvern Poison 
Levets 15 anp Up | 3 stots Purple Worm Venom, Midnight Tears 


6™ LEVEL: QUIET CASTING — You gain the ability to cast magic without the 
need for verbal or somatic components. You can cast any of your spells without any 


components (so long as they don’t have a gold cost). You can do this as many times up 
to % of your profiency bonus (rounded down). Your uses of this ability refresh after a 
long rest. 


6™ LeveL: DousLe ExPertisE ~ Whenever you make a skill check you have 
expertise in, you may spend a usage of this ability to add your proficiency bonus once 
mote to said roll; i.e. if you have a proficiency bonus of +5, an ability score modifier 
of +3, and expertise in the skill, Normally, said skill roll would have +13. Using 

this ability on this roll would instead increase the bonus to +18 by applying your 
proficiency bonus a third time. You may use this ability equal to % of your 


Subclasses 


proficiency bonus (rounded down). You regain expended usages of this ability after 
completing a long rest. 


14™ Tue KILLING BLOW — Any weapon attack made against a surprised or 
unconscious creature is automatically a critical hit, and said creature automatically 


fails your poison’s Constitution Saving Throw. 


OATH OF THE BLACK VoID 


thuhulu paladin. An oath taken by those whose hearts reach into the deepest 
depths of the cosmos. Your eldritch machinations subvert traditional magic and 
extinguish it. 


EXPANDED SPELL LisT: 
Ist- Shield, Silent image 

2nd - Detect Thoughts, Spell Reflection 

3th - Sending, Counterspell 

4th - Greater Invisibility, Black Tentacles 
Sth- Contact Other Plane, Telekinesis 
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Oath of the Black Void 


— Oprionat Leven 3 ~ CHANNEL Divinity: SnurrF Out Magic ~ Asan action, 
you can cast a 15 foot cone that Acts as an instantaneous Antimagic Field. Ongoing 
Magic spells and effects are suppressed until the end of the paladin’s turn. However, if 
the suppressed magical effect requires concentration, concentration is automatically 
ia? broken. If your cone hits a creature that is concentrating on a spell, even if the effect is 
f. outside the cone, the concentration is broken. 
ae 

— OptionaL LeveL, 3 — CHANNEL Divinity: AmpLiry MAGic ~ asan action, you 
can choose 3 target within 60ft. These targets do an additonal damage die with each 
source of spell damage. (I.e. magic missile becomes 2d4+1 where a fireball would do 


—9d6 damage) 


OpTionaAL LeveL 3 — CHANNEL Divinity: FEEBLE MINDED CONTROL 


yy” — Choose a humanoid creature within 60 ft. the target makes a charisma saving 


4 ) are in combat with it. On a successful save, the target knows it was target by mind- 


throw against your spellcasting DC. on a failure, the creature is dominated by your 
as specified in the dominate person spell. However, unlike the dominate person 
spell, this effect lasts for 10 minutes. The target has advantage on the save if you 


controlling magic 


Subclasses 


LeveL 7: Aura OF DREAD ~ Enemies within 15ft of the paladin suffer a penalty 
to all saving throws equal to the paladin’s charisma modifier. 


Levet J5 — CHANNEL SUPERIORITY: You gain ONE of the following abilities. 
This choice is permanent: 


Bind Minion — Once per day, you may perform a ceromy that takes 1 hour to 
bestow some of your otherworldly power upon others, stealing their free will in the 
process. You target a creature, the target must make a charisma Saving throw against 
your Spellcasting DC. upon failing, they are transformed, gaining the stat block of a 
wight. Except they are an aberration instead of undead. You can mentally command 
your minions as desribed in the ‘animate dead’ spell. A creature can willingly fail this 
save, with the same results. You do not need to re-establish control over your minions, 
and you may have a number of minions equal to your proficiency modifier. 


ENSLAVE ~ The paldin targets one creature it can see within 30 feet of it. The target 
must succeed on a Charisma saving throw or be magically charmed by the paladin 
until the Paladin dies or until it is on a different plane of existence from the target. 
The charmed target is under the paladin’s control and can’t take reactions, and the 
Paladin and the target can communicate telepathically with each other over any 
distance. Whenever the charmed target takes damage, the target can repeat the saving 
throw. On a success, the effect ends. No more than once every 24 hours, the target 
can also repeat the saving throw when it is at least 1 mile away from the Paladin. This 
ability recharges on a long rest. You may have as many enslaved subjects at one time as 
is equal to % your proficiency modifier (rounded down) 


LeveL 20 — Disrupt Macic ~ As an action, you squelch unwanted magic 
around yourself. All enemies withing 30ft make a intelligence saving throw against 
your spell save DC, or take 6d12 psychic damage, half on a success. Additionally, 

all magic spells that you choose in the area, are instantly negated, dispeled, and 
concentration from the caster is broken. Finally, a creature that fails this save, may not 
cast any spell until the end of the paladin’s next turn. Recharges after long rest 
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Gunmage Sorcerer 


GUNMAGE 
SORCERER 


he origin of a Gunmage’s power 

is flexible as it is not the defining 
factor for this subclass, as what makes 
a Gunmage unique is how the sorcerer 
uses their power. Gunmages use a simple 
lever action firearm to channel their raw 
magical potential through. A bow or 
crossbow could also be substituted. 


EXPANDED SPELL List: 

Ist - Hunter’s Mark, Goodberry 

3rd - Elemental Ammo, Snoozle 

5th - Artilery Barrage, Fan the Hammer 


7th - Simulacrum, Force Cage 


9th - Power Word Kill, Foresight 


J" LEVEL: RUGGED TiMES — you gain proficiency in medium armor and firearms 
you gain p 4 
(1d8 lever action rifle 80/320 range) 


Ist Levet~ Ov’ RELIABLE ~ Whenever you finish a long rest, you can touch one 
ranged weapon that you are proficient with. When you attack with that weapon, you 
can use your Charisma modifier, instead of Strength or Dexterity, for the attack and 
damage rolls. This benefit lasts until you finish a long rest. Additionally, you gain the 
pact of the blade feature from the warlock’s class list, except it can only be used on a 
ranged weapon. 


I" Levet: Magica Ammo ~ You gain the ability to channel your magical prowess 
through your bonded ranged weapon. You may expend spell slots to use the additional options 
below, in the special ammo options section. Each special ammo option requires the use ofa first 
level spell slot unless stated otherwise. Metamagics may also be used on special ammo options 


Subclasses 


6™ Levet: ADDITIONAL SpecIAL AMMO ~ you gain the ricochet shot, Seeker 
Shot, and Rapid Fire special ammo options (details below) 


6™ Levet: New Meta Magic Option: Sorcery Point AMMO ~ burn 
sorcery points to increase damage on your special ammo shots on a ratio of 1 sorcery 
point per 1 extra damage die 


14™ Leveut: Extra ATTACK ~ you gain the extra attack feature 


I8™ Kevet: AcTION SURGE — you gain the action surge feature from the fighter class 


SPeciAL AMMO OPTIONS: 

All options listed below assume you are using the attack roll from your 
bonded weapon. Any special ammo that is an Area of effect, uses the 
weapon's range for determining point of origin for the effect. 


Stincine SHOT ~ ranged magical attack roll, 3d8 force damage on 
hit. +1d8 per spell slot level used 


Buazine Suot — 3d6 fire damage. +1d6 per spell level in a 10ft 
sphere, dexterity saving throw vs your spellcasting DC 


Wes Casine ~ Dexterity saving throw vs your spellcasting DC in 
a 10ft sphere, or be restrained 


ConcussivE Round ~ Strength Saving throw vs your spellcast- 
ing DC or take 1d4 damage and be pushed 10ft in any direction. 
+1d4 and +5ft per spell slot level used. 


ADVANCED OPTIONS — (6TH LEVEL REQUIRED) 
RicHocHeT SHOT ~— you may use your reaction, and a first level 
spellslot, to redirect a missed attack roll, rerolling the attack 
against a different target within 60ft of the first 
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Gunmage Sorcerer 


TRACKER SHOT ~ You shoot a magically guided projectile that 
weaves its way around corners towards any creature you choose 
that you have seen within the last minute. The projectile goes for 
the maximum distance of the weapon that fired it. If the target is 
out of range, the projectile disappears. If within range, the target 
must make a Dexterity saving throw. On a success the target 
dodges the projectile, and no other effects happen. On a failure, 
the target takes the damage it would normally take from a hit, and 
you know the target’s exact location for the next 10 minutes. 


Rapid Fire ~ You expend a 2nd level or higher spell slot to 
take an additional attack. These attacks may be modified with 
metamagic or further special ammo options. 


AUTHORS NOTE: 
This subclass was the hardest to get my head around balance wise, as it is so 
flexible. The main idea was to take the ‘nuker’ aspect of the sorcerer and crank 
it up to 11. This class, in theory, allows a high level (level 18) sorcerer to make 
2 special ammo (stinging shot) attacks, both twin spelled, action surge and do 
it again, for a total of 8 attack rolls, totalling 24d8 (108 average damage) in a 
single turn if every attack hits with no crits. 
All at the low cost of 4 first level spell slots, 4 meta magic points, and their 
action surge. 


For DM’°s reading this, you may immediately disallow anyone from using 

this because of the insane burst potential, however I urge you to reconsider, 
because once they sorcerer is out of spell slots and meta magic, they are near- 
ly useless in combat until they get a long rest. If you run multiple combats a 
session, and resource management is a big part of your game, I think this sub- 
class would fit right in. On the other hand, if you like to run fewer, very deadly 
encounters while your party is at full resources, then yes; this class might end 
up being a bit insane on the damage output per round. 


Subclasses 


CrveT DOMAIN 
CLERIC 


A true necromancer class that 
aims to alleviate the tedium 
and logistical problems of a baseline 
necromancer. 


EXPANDED SPELL LisT: 

Ist - Bane, Inflict Wounds 

2nd - Gentle Repose, Warding Bond 
3rd - Animate Dead, Revivify 

4th - Deathward, Heal Undead 

Sth - Raise Dead, Cloudkill 

6th - Create Undead 


I" Levei: PeT GuosT — You gain 
the ability to cast the find familiar spell to 


summon a friendly ghost. This ghost acts 


as a normal familiar except it has a fly speed of 20, can passs through solid objects, hasan AC 
of 11, and 1 hitpoint. Your ghost cannot turn invisible, and is only able to exert Slbs of force. 


As a bonus action, you can command your ghost to possess any large or smaller 
friendly or inanimate corpse within 60ft, the corpse gains the stats of a skeleton or 
zombie. If used on a friendly animated undead, instead, you can instead boost the 
creature's AC by 2, give it temporary hitpionts equal to 5 times your cleric level, and 
its attack and damage rolls are increased by your wisdom modifier. 


The possession ends when the creature is dropped to zero hitpoints, the ghost is 
forcibly expelled, or you use a bonus action to command the ghost to leave the body. 


your ghost can only posses any corpse a number of times equal to 1/2 your 
proficiency bonus (rounded up). 
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Crypt Domain Cleric 


2° LEVEL: CHANNEL Divinity ~ Fun WiTH FRIENDS ~ Summon a number 
of zombies or skeletons equal to your wisdom modifier to fight for you for up to 

1 minute. This requires concentration, if concentration is broken, all creatures 
summoned this way drop to 0 hitpionts and become inert. You do not need corpses 
or bones to summon zombies or skeletons when using your channel divinity in this 
way. 


6™ Levet: Once An Enemy, Now A FRIEND ~ Your ghost can now possess 
fallen enemies, the corpse is brought back to life with half its original hitpoints, the 
original creature’s AC is reduced by 2, and cannot use any spells, reactions, bonus 
actions, legendary actions, or special abilities or actions the creature had in life, such 
as a breath weapon, legendary resistances, or a gaze attack. Innate abilities such as a 
ghoul’s stench, or a Roc’s flight speed are up to the GM to decide if the body retains 
it, and/or the ghost can successful use it once possessed. Once this body is reduced 
to 0 hitpoints, or 8 hours have passed, your familiar is forced out, and the body is no 
longer animatable or posssesable. 


8” Leveu: Pocket ZomBIES ~ Any undead you summon through any 
means may be summoned without the need for corpses, bones or other non-gold 
requirements, such as the ‘night’ requirement listed in the ‘create undead’ spell. 
Additionally, undead under your control, as a bonus action, can be shunted to or 
retrieved from extradimensional space until your control over them ends. If your 
control over them ends while in this extradimensional space, they spill out of the 
extra-dimensional space in front of you, and attack randomly. 


Finally, when you cast animate dead or create undead, you may cast it with the 
outcome as if you had casted it with a spell slot one level higher than what was 
actually used. (if you use a 3rd level slot to cast animate dead, you get 3 zombies, as if 
you had cast it at 4th level instead while only expending your 3rd level slot.) 


17 Lever: UNBREAKABLE GRASP ~ All undead created or summoned never 
expire. Your control over the undead never needs to be reestablished. Additionally, 
if you use your 9th level spell slot to cast create undead, you may now create a single 
mummy lord, vampire, or 3 wraiths. The limit to how many undead creature you can 
control at any given time is equal to the maximum amount of undead creatures you 
could create in a single day. 


Subclasses 


LUCHADOR WRESTLER BARBARIAN 


AUTHORS NOTE: 


This is easily the goofiest thing in the book, and one of my favorites. Inspired 
by and made for my co-author who LOVES to grapple monsters. 


3° LeveL: SworRD 
AND BOARD ARE 
FOR Wimps — You 
are proficient with 
improvised weapons 
(such as a chair). 
while unarmed and 
not wearing a shield, 
Your unarmed strikes 
deal 1d6 damage.this 
damage increases to 
1d8 at level 5, 1d10 
at level 11, and 1d12 
at level 17. When you 
hit a creature with an 
unarmed strike or an 
improvised weapon 
on your turn, you can 
use a bonus action to 
attempt to grapple the 


target with +1 to the 
check. 


B LEVEL: 
SIGNATURE Moves 
~ You gain the ability 


to perform signature 
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Luchador Wrestler Barbarian 


moves (listed below). You have a pool of uses for these moves worth your barbarian 
level + your strength modifier. To perform a signature move, you must be grappling 
a creature (unless otherwise specified), and then use an action (or one attack from 
your attack action) to perform the move, at which point the grapple ends. Some 
moves require a DC check from the grappled creature, your signature move DC = 8 
+ proficiency mod + strength mod. You regain all uses of your signature move after a 
long rest. 


6™ LEVEL: GRANDSTAND AND No~SELL ~ Asan action, You taunt and show- 
boat against your enemies. All hostile creatures that can see or hear you within 60ft 
must make a wisdom save vs your signature move DC. Upon failure, they must 
attack you during their next round of combat. If the creature is unable to attack 
you they must move as close as possible to you without injuring themselves from 
environmental hazards. Creatures that attack you before the start of your next turn 
have advantage on attack rolls. 


Until the end of your next turn, you have a damage threshold of 8. (any attack that 
does less than 8 damage has no effect, attacks that do more than 8 damage apply 
damage as normal) Your damage threshold increases to 12 at level 10, and 16 at level 


14. 


Once you use this feature, you must finish a short or long rest before you can use it 
again. 


J0™ LEVEL: IRON GRIP — Your grapple no longer ends when you use a signature 
move. Additionally, you may now use your bonus action to crush grappled opponents 
with your immense strength. Dealing 2d6 damage. 


14™ Leveu: Meat SHIELD ~ While grappling a creature, you are in half cover 
(gain +2 AC,) and can use your reaction to mitigate damage, half the damage 
received goes to the grappled creature. 


Subclasses 


SIGNATURE MOVES: 


DDT ~ Make an attack roll against the grappled creature. they take 
3d6 damage and fall prone. The grapple then ends. 


SuPLex — the grappled creature must make an acrobatics or athletics 
check against your signature move DC, on a failure they take dam- 
age equal to your unarmed attack, fall prone, and are stunned until 
the end of their next turn. If they fall more than 5ft they are instead 
paralyzed until the end of their next turn. The grapple then ends. 


CHOKESLAM ~ Make an attack roll against the grappled creature. 
On hit, they take 2d8 damage, fall prone, and cannot cast any 
spells or abilities that requires a verbal component until the end of 
their next turn. The grapple then ends. 


ANKLE Swine ~ Make an attack roll on the grappled creature, if 
you hit, they are swung around you as an improvised weapon. Each 
creature within 5ft of you must make a strength save against your 
Signature move DC. On a failure, they take 3d4 damage, and are 
knocked prone. Or half as much on a success, and are not knocked 
prone. The grappled creature takes 2d4 damage for each creature 

it makes contact with that failed their save.The grapple then ends, 
and the swung creature falls prone in their original space. 


Lariat ~ Does not require grapple. If you move at least 10ft ina 
straight line towards the target, make an opposed athletics or ac- 
robatics check, on a success, you deal 1d4 damage and knock the 
opponent prone. 


ELsow Drop ~ Does not require grapple. Make an attack roll 
against a prone creature. On a hit, you do 3d8 damage. Add 1d8 
damage for every 10ft in height (but you still take fall damage). 
After this attack, you fall prone 
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SPELLS 


The following spells are either spells from specific classes found in this book, 
or my own homebrew spells that add special and unique effects not found in 
the base game. 


For clarity, Spells have been divided into 3 general categories: Arcane, Di- 
vine, and Nature. I have also added a 4th sub-category for the blood mage 
specific abilties. 


ARCANE SPELLS: 


Cause CHAOS 

2nd level enchantment 

CASTING TiME: | action 

RANGE: 30ft 

TARGET: 3 creatures within range 

COMPONENTS: VSM (a rubber chicken) 

DurRATION: Concentration up to 10 minutes 

CLASSES: Chaos Caster 

Choose 3 humanoids within range. They must make a Charisma saving throw against 
your spell save dc or become charmed. Until the spell ends the affected creatures 
become charmed and become as chaotic as possible, breaking things, rioting and 
generally acting aggressive and excited. If you are in combat with affected creatures 
this does not prevent them from attacking you. The spell ends if the creature is 
unconscious, restrained, magic is used to counter this spell, or if another creature 
makes a persuasion check against your spell save DC to calm them down. Once the 
spell ends the creature knows it was charmed by you. 


AT Hicuer Leveis. When you cast this spell using a spell slot of 3rd level or 
higher, you can target one additional humanoid creature for each slot level above 2nd. 


Cuaotic Arc 
Ath level evocation 
CASTING TiME: 1 action 


Spells 


RANGE: 30ft 

‘TARGET: Creatures within range 

ComPON_ENTS: V, S, M (a copper rod and three copper rings) 
DvuraATiow: Instant 

CLASSES: Chaos Caster 


You conjure a barrage of chaotic lightning bolts to strike creatures within 30 feet of you. 


Roll a d8, and select a number of creatures within range equal to the number you 


rolled. If there aren't enough hostile creatures within the area, you must target allies 


or neutral creatures instead. Each creature can only be targeted once. 
Each targeted creature must make a Dexterity saving throw, taking 8d8 lightning 
damage on a failed save, or half as much on a successful save. 


ENVIRONMENTAL ADAPTATION 

Ist level transmutation 

CASTING TiME: | action 

RANGE: Touch 

TARGET: Any willing creature within range 
COMPONENTS: V,S,M (A fish scale) 
Duration: 10 minutes 
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Arcane 
CLASSES: Druid,Ranger, Sorcerer 


Choose an adaptation: 

Aquatic: gills and fins sprout from the body. For the duration of the spell, the target 
gains a swimming equal to their walking speed and can breathe underwater. 
Mountainous: sticky spines sprout from the target’s forearms, and a leathery flap 
connects their wrist to their waist. For the duration of the spell, the target gains a 
climbing speed equal to their walking speed. The creature is also considered under the 


effect of the feather fall spell. 
At higher levels: target two additional creatures for every spell slot above Ist. 


MENTAL EXHAUSTION 

Ath level Transmutation 

CASTING TiME: 1 action 

RANGE: 30ft 

TARGET: One target you can see within range 
COMPONENTS: VSM (a link of chain) 
DuRATION: Concentration, up to 1 minute 
CLASSES: Bard,Druid,Sorcerer,; Warlock, Wizard 


You summon chains to bog down the target. The target must make an intelligence sav- 
ing throw or take 1 level of exhaustion. The target must make this save again at the end 
of its turn, suffering another level of exhaustion on failure or ending the effect on a 
success. 


A creature with truesight is immune to this effect. 


Power SAPPING 

Ath level evocation 

CASTING TiME: | action 

RANGE: 120ft 

TARGET: A point in space you can see within range 
DvRATION: Concentration up to one minute 

Cuasses: Bard,Cleric, Druid,Ranger, Sorcerer, Warlock, Wizard 


Spells 


A deathly chill of negative-energy spreads within a 30-foot-radius sphere centered on 
a point you choose within range. The cold spreads around corners, and it lasts until 


the spell ends. 


When a creature moves into the spell’s area for the first time on a turn or starts 

its turn there, that creature must succeed on a Constitution saving throw or 

take 3d10 necrotic damage. Additionally, on a failure, the target’s strength, 
constitution,dexterity,wisdom, intelligence or charisma score (you choose as part of 


casting the spell) is reduced by 1d4. 


The target dies if this effect reduces any of its ability scores to 0. Otherwise, the 
reduction lasts until the target finishes a short or long rest. 


SENSORY OVERLOAD 

Ath level-enchantment 

CASTING TiME: | action 

RANGE: 60ft 

TARGET: Creatures within range 

COMPONENTS: V,S,M (earmuffs and sunglasses) 

DurRATION: Concentration, up to a minute 

CLASSES: Bard, Druid, Sorcerer, Warlock 

Choose up to 3 HUMANOID targets that you can see within 60 feet, and then rolla 
d6. Each target must succeed on a Wisdom saving throw, or be afflicted by the effect 
corresponding to the number you rolled Afflicted creatures get to make another saving 
throw at the end of each of their turns. 


6: weak mind: the targets are dominated, and you can mentally command them on 
your turns, requiring no action. They get to remake the save when taking damage 

5: Neural shutdown: The targets are paralyzed. 

4: Muscle cramps: The targets are stunned. 

3: Tremors: The targets are restrained 

3: Blind deaf and dumb: the targets are blinded, deafened, and muted 


2: stomach ache: the targets are poisoned 


If you roll a 1, roll again. This time, the effect only hits you, and no longer requires 
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concentration, meaning you can’t willingly end it on yourself. If you roll a 1 or 6 on the 
second roll, the spell has no effect. 


When cast at higher level: when cast at 6th level or above, you can target any type of 
creature except undead or constructs. 


YEAH WHATEVER 
Cantrip- conjuration 
CASTING TiME: 1 action 
RANGE: 30ft 

TARGET: A point in space 
COMPONENTS: S 
DuraATiown: Instant 
CLASSES: Chaos Caster 


The chaotic forces of the cosmos love levity. 


Asan action, Make any large or smaller object or prop you want appear in your hands or 
anywhere within 30ft in a puff of sparkly pink or purple smoke. The object lasts for an 
hour, or until it is damaged. It can not be used for any kind of mechanical advantage, to 
do damage, and any attempt to pass it off a valuable will be quickly foiled. 


Divine SPELLS: 


Dart oF LiGHT 

Evocation Cantrip 

CASTING TiME: 1 action 

RANGE: 60ft 

TARGET: One creature within range that you can see 
COMPONENTS: S 

Duration: Instantaneous 

CLASSES: Cleric, Druid, Sorcerer, Warlock 


You throw a dart of light from your fingertips. Make a ranged spell attack roll against 
the target. On a hit ,the target takes 1d8 radiant damage. And is marked. While 


ells 


S 
marked, the target is unable to turn Pi cible. and you know the direction of the mark 
until it fades at the end of the targets next turn. 


This spell’s damage increases by 1d8 when you reach Sth level (2d8), 11th level (3d8), 
and 17th level (4d8). 


HEALING ROULETTE 

Ist level, Evocation 

CASTING TiME: 1 bonus action 

RANGE: 60ft 

TARGET: A creature within range 
COMPONENTS: VM (an ominous revolver) 
Duration: Instant 

CLASSES: Chaos Caster 


Choose any creature in range to heal with your wild magics. Roll 1d4 and consult the 
chart below. 

1=heal the creature for 1 hit point 

2 or 3=heal the creature for 1d4 + spellcasting modifier 

4=heal the creature for 1d6 + spellcasting modifier 


When cast at higher levels, the healing becomes unstable. If this spell is cast at third 
level or above, roll 1d6 instead, and consult the chart below. 


1=heal the creature for 3 hit points 

2=heal the creature for 3d2 + spellcasting modifier 
3=heal the creature for 3d4 + spellcasting modifier 
4=heal the creature for 3d6 + spellcasting modifier 
5= Heal the creature for 3d10 + spellcasting modifier 
6- heal the creature for 1d100 


However, If you heal enough to exceed their maximum hitpoints by double (for 
example, The character is at 0 with 30 max hitpoints, you roll a 78 and heal them 
to 30, with 48 points left over), The character receives the healing, and 3 levels of 
exhaustion immediately, stacking with any other levels of exhaustion. Exhaustion 
caused by this spell goes away after a long rest 
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Heat UNDEAD 

4th level Necromancy 

CASTING TiME: | action 

RANGE: 120ft range, 60ft radius 

TARGET: An point in space you can see within range 
COMPONENTS: V,S 

DurRATION: Instantaneous 

CLASSES: Cleric, Sorcerer, Wizard 


A point in range which you can see floods with anti-life. Any undead in the area 
of your choice are instantly healed for 2d10 hitpoints, and gain 2d8 temporary 
hitpoints. 


Additionally, any undead in the targeted area that you previously had control over 
that have died within the last minute are instantly brought back to life with 2d10 
hitpoints. 


Hex BLOODLINE 

5th level necromancy 

CASTING Time: | action 

RANGE: 120 ft 

TARGET: One target you can see within range 
Components: V,S,M (blood of your enemy) 

Duration: Until dispelled 

Cuasses: Bard, Cleric, Paladin, Ranger, Sorcerer, Warlock 


You attempt to curse the bloodline of the target creature. The target must make a 
charisma saving throw, on a success the spell has no effect. On a failure, the target and 
all other creatures directly related to it by blood is cursed in one of the ways listed 
below. 


The weaker, less impactful of these curses may be lifted with a greater restoration or 
remove curse spell, but the more harsh spells require something special to lift the 
curse, such as a vampire’s fang, the core of an elemental, hippogriff feathers, a witch’s 
eye, blood from a loved one, ect. 


The DC to resist this spell may be modified in the same way as a ‘Scrying’ spell. 


Spells 


Monstrous TRANSFORMATION ~ this can be inflicting the bloodline with 
lycanthropy or vampirism, or something else of a similar nature that alters the target's 


physical form. 


MUNDANE TRANSFORMATION ~ this curse changes the species of the target and 
their bloodline. The target can turn into an animal or a different humanoid. 


Curse OF BaD Luck ~ the cursed family has a -2 to all ability checks, saving 
throws, and attack rolls until the curse is dispelled. Additionally, all creative mundane 
tasks are doomed to fail. Any crops grown will die, any practical items made such as 
tools or furniture will turn out faulty, and any art created will be ugly and offensive. 


Curse OF INFERTILITY ~ the target creatures are doomed to be the end of their 
bloodline. They are simply unable to bear children. 


Curse OF SLEEPLESSNESS ~ The target is subjected to night terrors every night 
as described in the dream spell. The target does not take damage, but is unable to get 
a proper long rest. While this curse persists the target is unable to regain hitpoints 
through resting, and has a permanent level of exhaustion. 


Curse OF ENMITY ~ The target gains the hatred of a specific group of people or 
entities. They are despised by this group, shunned, or perhaps even hunted down. 


CURSE OF TRUTHFULNESS ~The target lose the ability to lie or reject any 
proposition. 


CURSE OF THE PAGAN ~ Praying or trying to commune with your diety becomes 
physically painful for you. You are unable to enter hallowed areas such as churches. 
Finally, you have disadvantage on saving throws to maintain concentration on spells 
that rely on a deity’s or patron’s power. 
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Divine 


SPELL REFLECTION 

2nd level Abjuration 

CASTING TiME: | reaction 

RANGE: 60 ft 

TARGET: The caster of the spell 

ComMPONENTS: S, M (a shield) 

DurATION: Instantaneous 

CLASSES: Paladin,Ranger, Fighter,or Rouge that can cast spells 


When targeted by a spell that only targets you, you may use your reaction to attempt 
to send the spell back towards the caster. You engage with the caster in an opposed 
spellcasting ability check. If you win the check, the spell is reflected back at the caster, 
who automatically fails the saving throw, or gets hit by the attack roll if the spell 
requires one. If this spell requires concentration, the caster can not willingly drop 
concentration. 


Spells 


NATURE SPELLS: 


ARTILLERY BARRAGE 

5th level conjuration 

CASTING TiME: | action 

RANGE: 150ft, 40ft cylinder 
TARGET: 

COMPONENTS: VSM 

Duration: Instant 

CLASSES: Gunmage Sorcerer, Ranger 


You shoot a projectile at a point within range. Hundreds of duplicates of the 
ammunition fall in a volley from above and then disappear. Each creature in a 
40-foot-radius. 20-foot-high cylinder centered on that point must make a Dexterity 
saving throw. A creature takes 8d8 damage on a failed save, or half as much damage on 
a successful one. The damage type is the same as that of the ammunition or weapon. 


ELEMENTAL AMMO 

3rd level transmutation 

CASTING TiME: 1 bonus action 

RANGE: Touch 

TARGET: Self 

COMPONENTS: VM(a piece of the element you wish to harness) 
DvurRATION: Concentration 1 minute 

CLASSES: Gunmage Sorcerer, Ranger 


You infuse your next shot with either acid, poison, cold, fire, lightning, or thunder damage. 
On ahit, the target takes 4d8 extra damage. Wether or not the attack hits, all creatures 
within 10ft of the target must make a dex saving throw against your spellcasting DC or 
take an additional 2d10 damage of the chosen type. The spell then ends. 


FAN THE HAMMER 

5th level transumation 
CASTING TiME: 1 bonus action 
RANGE: Touch 

TARGET: Self 
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Nature 


COMPONENTS: VSM 
DURATION: Concentration 1 minute 
CLASSES: Gunmage Sorcerer, Ranger 


You transmute your ammo pouch so it produces an endless supply of nonmagical 
ammunition. 


On each of your turns until the spell ends, you can use a bonus action to make two 
attacks with a weapon that uses ammunition from the ammo pouch. Each time 

you make such a ranged attack, your ammo pouch magically replaces the piece of 
ammunition you used with a similar piece of nonmagical ammunition. Any pieces of 
ammunition created by this spell disintegrate when the spell ends. If the ammo pouch 
leaves your possession, the spell ends. 


INDUCE ComA 

Ath level enchantment 

CASTING Time: | action 

RANGE: 60ft 

TARGET: One creature you can see within range 
Components: VS 

DvrRATION: | minute 

CLASSES: Druid, Sorcerer, Warlock, Wizard 


You put the target into a vegitate state for 1 minute. Forcing them into a magically 
induced slumber. If the target has 100 hitpoints of fewer, it falls unconcious, 
otherwise, the spell has no effect. Any damage or a hard shake will wake the target up. 


Maenetic JAUNT 

Ath level transmutation 

CASTING TiME: 1 action 

RANGE: 120 ft range, 30ft sphere 

‘TARGET: A point in space you can see within range 
COMPONENTS: V,M (A small magnetic rock) 
DvurRATION: Concentration, up to 1 minute 
CLASSES: Druid, Bard, Cleric, Sorcerer 


Spells 


All creatures in the area must make a strength save or have any metal they are wearing 
or holding be sucked towards the casting point. On a failure, metal weapons fly up to 
30ft towards the middle, and armor knocks the creature prone, and drags them 15ft 
towards the middle. Any creature starting their turn in the area must make the save 
again. A strength (athletics) check is required to pick up a weapon that was pulled 
from a creature’s grasp. 


Finally, while in the affected area, and wearing metal armor, moving away from the 
center costs double movement speed. However, moving towards the center doubles 
your speed until you pass the center of the spell. 


OxiD1zING CLOUD 

3rd level transmutation 

CASTING TiME: | action 

RANGE: 90 foot range, 40ft sphere 

TARGET: A point in space you can see within range 
COMPONENTS: V,S,M (a flake of rust) 

DurRATION: Instantaneous, lasts 1 minute 

CLASSES: Bard, Cleric, Druid, Ranger, Sorcerer, Warlock, Wizard 


Creates a 20-foot radius cloud of rust-inducing gas. All creatures in range of the 
cloud must make an dex save to cover their weapons and armor in some kind of 
protection or else all their metal armor, weapons, and equipment take a permanent 
and cumulative -1 penalty to attack, damage, and AC bonus. 


Ifa weapon drops to -5 it is unrecoverably destroyed. Ifa shield’s AC bonus is 
dropped to 0, it is destroyed. Ifa piece of armor’s AC bonus drops to 0, it is likewise 
destroyed. Finally, magic items and any items covered in cloth or oil to protect from 
the mist are immune to these effects. 


The fog spreads around corners. It lasts for the Duration or until strong wind 
disperses the fog, ending the spell. The fog moves 10 feet away from you at the start of 
each of your turns, rolling along the surface of the ground. The vapors, being heavier 
than air, sink to the lowest level of the land, even pouring down openings. 


PETRIFYING Mist 
8th level transmutation 


~~) a 
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CASTING TiME: | action 

RANGE: 30ft, 20ft sphere 

TARGET: Point in space you can see within range 
COMPONENTS: V,S,M (a chuck of petrified gorgon) 
DvuRATION: Concentration up to 1 minute 
CLASSES: Cleric, Druid, Sorcerer, Wizard 


You attempt to turn all creature in a 20ft sphere within range to stone. If the target’s 
body is made of flesh, the creature must make a Constitution saving throw. Ona 
failed save, it is restrained as its flesh begins to harden. On a successful save, the 
creature isn’t affected. 


Any creature restrained by this spell must make another Constitution saving throw 
at the end of each of its turns. If it successfully saves against this spell three times, 
the spell ends. If it fails its saves three times, it is turned to stone and subjected to 
the petrified condition for the duration. The successes and failures don’t need to be 
consecutive; keep track of both until the target collects three of a kind. 


If any of the creatures are physically broken while petrified, they suffer from similar 
deformities if they reverts to their original state.If you maintain your concentration 
on this spell for the entire possible duration, the creatures are turned to stone until 
the effect is removed. 


Spells 


SNOOZLE 

3rd level enchantment 

CASTING TiME: | action 

Rance: Touch 

TarceT: Willing creatures within range 
Components: VSM (A sleeping mask 
Duration: 10 minutes 

CLASSES: Gunmage Sorcerer, Ranger 


You magically induce slumber on up to three willing creatures of your choice that 
you can see within range fall unconscious for the spell’s duration. The spell ends on a 
target early if it takes damage or someone uses an action to shake or slap it awake. If 
a target remains unconscious for the full duration, that target gains the benefit of a 
short rest, and it can’t be affected by this spell again until it finishes a long rest. 


BLoop Maeic SPELLS: 

BLoop ExPLosion 

3rd level blood magic 

CASTING TIME: | action 

RANGE: 120ft range, 20ft sphere 

TARGET: A point in space you can see 
COMPONENTS: VSM (a blood garnet is required) 
Duration: Instant 

CLASSES: Blood Mage 


You hurl a blood garnet, soaked in blood to a point within range. Every creature in 
a 20ft sphere must make a dexterity saving throw or take 20d10 Acid damage as the 
blood garnet explodes. Or half as much on a success. 
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Blood Magic 


BLoop BEAM 

6th level blood magic 

CASTING TiME: | action 

RANGE: 60ft 

TARGET: 1 creature within range 
COMPONENTS: SM (a blood garnet is required) 
DvuraATiow: Instant 

CLASSES: Blood Mage 


You target one creature and use the concentrated power of the blood garnet to snuff 
them out. The blood garnet is comsumed by this. The taget must make a dexterity 
saving throw against your spell casting DC. The target takes 20d6+80 force on 
failure. None on a success. 


PUPPETEER 

5th level blood magic 

CASTING TiME: | action 

RANGE: Touch 

TARGET: 1 creature within range 

COMPONENTS: VSM (a blood garnet is required) 
DvRATION: Concentration, up to 24 hours 
CLASSES: Blood Mage 


You attempt to embed the blood diamond in any creature within range. The target 
must make a charisma saving throw or be completely dominated for the spell’s 
duration. If the creature fails this save, they are charmed by you. Creatures that are 
immune to charm automatically succeed. 


While the creature is charmed, you have a telepathic link with it as long as the two 

of you are on the same plane of existence. You can use this telepathic link to issue 
commands to the creature while you are conscious (no action required), which it does 
its best to obey. You can specify a simple and general course of action, such as “Attack 
that creature,’ “Run over there,” or “Fetch that object.” If the creature completes the 
order and doesn’t receive further direction from you, it defends and preserves itself to 
the best of its ability. 


You can use your action to take total and precise control of the target. Until the 


Spells 


end of your next turn, the creature takes only the actions you choose, and doesn’t 
do anything that you don’t allow it to do. During this time, you can also cause the 
creature to use a reaction, but this requires you to use your own reaction as well. 


Regardless of whether the target succeeds or fails, the blood garnet is consumed. 


COMMANDEERING PRESENCE 

6th level blood magic 

CASTING TiME: | action 

RANGE: Touch 

TARGET: Self 

COMPONENTS: SM (a blood garnet is requied) 
Duration: 24 hours 

CLASSES: Blood Mage 


Until the spell ends, when you make a Charisma check, you can replace the number 


you roll with a 15. Additionally, no matter what you say, magic that would determine 


if you are telling the truth indicates that you are being truthful. 
Upon casting this spell, the blood garnet is consumed 


BLOODY DUPLICATE 

7th level blood magic 

CASTING TiME: | action 

RANGE: Touch 

TARGET: One beast of humanoid within range 
COMPONENTS: SVM (a blood garnet is required) 
Duration: 24 hours 

CLASSES: Blood Mage 


You instantaneously create a duplicate of the target creature as per the simulacrum 
spell. Except this version only requires an action to cast and the duplicate lasts for 
only 24 hours before melting into a puddle. Otherwise, it is under all the same 
restrictions as a normal simulacrum. Additionally, no material components or gold 
costs are needed besides the blood garnet. 


Upon casting this spell, the blood garnet is consumed. 
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MONSTER List 


he following monsters all have some kind of strange unique mechanic. I find 
| another big bag of hitpoints with a big damage club boring, so these monsters 
should give you more memorable encounters, different from anything you 
will find in the baseline game. Additionally, there are 4 example NPCs of the prestige 


classes listed in this book that can be used to show off the class’s potential to your 
players. 


ANTI-MAGE 
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Anti-mage 


Arwvor Cuiass: 20 Hit Ports: 131 SPEED: 30ft 


STR DEX CON INT WIs CHA 
12 18 20 ib 12 12 


SAVES: str+7, con+10 LANGUES: common +1 more 
SKILLS: acrobatics +9 athletics +7 CHALLENGE RATING: 6 
SENSES: Darkvision 30ft, PP 11 


TRAITS: 
FiGHTING STYLE: Dueling - +2 damage to one-handed melee weapons 
ADDITIONAL FIGHTING STYLE: Defense - +1 AC 
Action Surce (I/DayY): Extra action 
IMPROVED CRITCAL: crit on 19 or 20 
Maaic RESISTANCE: You have advantage on saving throws against magical spells 
and effects 
INDOMINABLE (2/DaY): Reroll any saving throw 
Kiuuswitcu ( 2/pay): You gain the ability to innately cast dispel magic 
SPELL TURNING: if you roll a 20 for the save and the spell is 7th level or lower, the 
spell has no effect on you and instead targets the caster, using the slot level, spell 
save DC, attack bonus, and spellcasting ability of the caster. 
Maaicau Vow Zone (I/pay)::You gain the ability to cast an anti-magic field 
centered on yourself, once per day 


ACTIONS: 
MULTIATTACK: 3 attacks with glaive or bow 
GLAIVE: +9 to hit, 1d10+6 slashing 
LoneBow: (150/600)+9 to hit, 1d8+4 piercing 


Bonus Actions: 
SECOND Winvd(I/pay): 1d10+13 hitpoints 
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REACTIONS: 
Deect Macic Missives: you can use your reaction to deflect or reflect the 
missile when you are hit by a ranged magical attack. When you do so, the damage 
you take from the attack is reduced by 1d10 + your Dexterity modifier + your 
level. 
Maaeician Kiuuer: Ifa creature within 5 feet of you casts a spell, you can use 


your reaction to attack them. When you hit a creature concentrating on a spell, 
they have disadvantage on their concentration check. This attack happens before 
their spell completes. 

TuritL Or THE Hunt: whenever a creature within 60ft of you casts a 

spell, you may use your reaction to move up to twice your movement without 
provoking opportunity attacks in a straight line towards the target. 
COUNTERSPELL (2/pDay): cast countespell 


BLOODMAGE 


This is an example 
bloodmage for you to 
use against your players 
as an antagonist or as a 
mentor for evil-aligned 
characters. 


Bloodmage 


Arwor Cuass: 13,16 with magearmor Hit Powrs:124  — Speen: 30ft 


STR DEX CON INT WIS 
8 16 16 20 12 


SAVES: int + 9, wis +5 SENSES: PP 11 
SKILLS: arcana +9, history +9, LANGUES: Common, +1 more 
religion +9 CHALLENGE RATING: 5 


‘TRAITS: 
SPELL CasTune: DC 17, +9 to hit 
ARCANE RECOVER (J/DAY): Use the arcane recovery ability 
SPELL EMPOWERMENT: Anytime you cast a spell, you may roll any number of dice in 
damage against yourself to empower your next spell with that much damage. These do 
not have to be hit dice, and do not have to be uniform, you could roll 2d20 and 3d4, 
take that damage, then add that damage to your next spell. 


BLoopy ADVANTAGE: While the target is bloodied, you gain advantage on spell 
attacks, and the target has disadvantage on saving throws against your spells. 


Scar Tissue: You retroactively gain 1 extra hitpiont per level, and 1 exra hitpoint 
for each level going forward. Additionally, your constitution score increases by 2, 
to a maximum of 22. 

ScuLPT SPELLS: Beginning at 2nd level, you can create pockets of relative safety 
within the effects of your evocation spells. When you cast an evocation spell that 
affects other creatures that you can see, you can choose a number of them equal 
to 1 + the spell’s level. The chosen creatures automatically succeed on their saving 
throws against the spell, and they take no damage if they would normally take half 
damage on a successful save. 

PoTENT CANTRIP: Your damaging cantrips affect even creatures that avoid 

the brunt of the effect. When a creature succeeds on a saving throw against 

your cantrip, the creature takes half the cantrip’s damage (if any) but suffers no 
additional effect from the cantrip. 
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EMPOWERED EVOcATION: You can add your Intelligence modifier to one 
damage roll of any wizard evocation spell you cast. 

BLoop SACRICE: You can, once per week, do a ritual over the course of 8 hours, 
and sacrifice one innocent sentient being that has a soul. Upon completing the 
ritual, you receive a blood garnet. Blood garnets are used as consumable material 
components in the following spells. (full descrpition found in the spells section of 


this book) 


AcTIiONns: 


Daccer: +7 to hit, 1d4+3 piercing 

FIREBOLT: +9 to hit, 3d10 +5 fire 

Bioop For THE BLooD GoD: You gain access to 2 unique channel divinity 
options in addition to any you may already have. 

CHANNEL DwiniTy: Turn the living: Any creature within 30 feet with blood in 
their body must make a wisdom save against your spell save DC, or be turned as 
described in the turn undead feature. 

CHANNEL Divinity: BLOOD CLOT: The target must make an intelligence 
saving throw, upon a failure, the target has vulnerability from the next source of 
damage taken. 


Bonus Actions: 
Tap In: As a bonus action, you may expend your hit dice, rolling them and then 
taking damage equal to the number you rolled to regain spell slots equal in level 
to the number of dice you rolled (roll 3 hit dice to regain a 3rd level slot)) 
Fast HEAueR: You gain the second wind ability from the fighter class. 
Finish THEM OFF: As a bonus action on your turn, you can use the blood of 
an enemy to your advantage. Any creature that has blood, AND is bloodied 
(half health or less) is susceptible to this. The creature makes a con save vs your 
spellcasting ability, or takes 2d8+your spellcasting modifier cold damage. 


REACTIONS: 
SHIELD COUNTERSPELL 
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Bloodmage 


SPELL List: 

Ist LEVEL: shield, find familiar, magic missile 
2ND LEVEL: misty step 
3rD LEVEL: fireball, lightning bolt, blood explosion, counterspell 
4TH LEVEL: greater invisibility, blood boil, dimension door 
5TH LEVEL: Puppeteer, cone of cold, dominate person 
6TH LEVEL: commandeering presence, contingency, chain lightning 
7TH LEVEL: Bloody Duplicate, symbol, reverse gravity 


Arwor Cuass: 14 (Leather Armor) Hit Points: 104 SPEED: 30ft 


STR DEX CON INT WIS CHA 
2. 16 17 10 20 12 


SAVES: int + 4, wisdom+9 SENSES: PP 15 

SKILLS: animal handling LANGUES: Common, druidic +1 
+9,medicine +9, nature +4, more 

survival +9 CHALLENGE RATING: 5 


TRAITS: 
EXPANDED SPELL LIST: Circle of Land: arctic 
CuHaorTic Burst: roll 1d8 every time you expend a spellslot, on a 1, a burst 
happens. When a Chaotic Burst happens by any means, immediately roll 1d20 
and consult the chart found under “Chaos Caster’ listed previously in this book 
under the “prestige classes” section. 
Wuims oF FATE: You may give yourself advantage on any roll, then roll 144. 
On an odd result, a Chaotic Burst happens and is resolved immediately after the 
action that triggered it. You regain the use of this ability. On an even result, you 
must wait until a short or long rest to regain the use of this ability. 
TwIsTED CLAIRVOYANCE: Every morning at dawn, you roll 2d20, and record the 
answers in order. You may then use your reaction to substitute any roll that day 
made by any creature with one of the numbers you rolled. However, when you use 
this feature, you must roll 1d4. the result decides which of your recorded 2 rolls 
gets used. odd=first roll, even=second roll 
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Lanv’ STRIDE: moving through nonmagical difficult terrain costs you no extra 
movement. You can also pass through nonmagical plants without being slowed by 
them and without taking damage from them if they have thorns, spines, or a similar 
hazard.In addition, you have advantage on saving throws against plants that are 
magically created or manipulated to impede movement, such those created by the 
entangle spell. 

SHRUG Orr THE BAD: You may ignore the results of your Chaos burst and reroll, 
you can do this as many times as your proficiency modifier per long rest. You can use 
this ability more than once on a single chaos burst instance 

Power FLucTUATIONS: When you roll damage or healing dice as the result of a 
spell you cast, you add 1d10 to the normal roll 

Natures Ward: you can’t be charmed or frightened by elementals or fey, and you 
are immune to poison and disease. 

FickLeE INTERVENTION: You gain the divine intervention feature from the cleric 
class. However, the rate of success is 50%. Also, on a failure, something bad happens. 
These are both up to DM discretion, but if it fails, it should be something suitably 
ironic. (example:. the player asked for all allies to be fully healed, but instead, all 
enemies are fully healed.) 


ACTIONS: 
Witp Suare (2/pday): Any beast CR 1 or lower. 
STAFF: +5 to hit, 1d6+1 bludgeoning damage. 
STAFF (SHILLELAGH): +9 to hit, 1d8+5 bludgeoning damage. 
Poison SPRAY: con save DC 17, 2d12 damage on failure. 
FicKLE INTERVENTION: Divine intervention, 50% chance of success. 


Bonus ACTIONS: 
SHILLELAGH HEALING WoRD 


SPELLS KNOWN: 


CANTRIP: Druidcraft, guidance, mending, poison spray, shillelagh 

IsT: Cure wounds, goodberry, healing word, jump. 

2ND: Hold person, spike growth, flame blade, moonbeam heat metal 

3RD: Sleet storm, slow, conjure animals, call lightning, plant growth 

4TH: Freedom of movement, ice storm, stone shape, giant insect, confusion 
5TH: Commune with nature, cone of cold, greater restoration, Reincarnate 


y Monster Hunter 


Arwor Ciass: 16 (leather armor) Hit Powts:42 Speen: 30ft 


STR DEX CON INT Wis CHA 
10 18 14 8 16 10 


SAVES: strength +3, dex +7 LANGUES: Common, a language 
SKILLS: animal handling their specialty speaks, +1 more 
+6,survival +6, stealth +7 CHALLENGE RATING: 3 
SENSES: darkvision 30ft, PP 13 


TRAITS: 
Favored ENEMY ~ Humanoids (orc) 
NATURAL EXPLORER ~ mountains 
FiGHTING STYLE ~ archery (+2 to attack rolls made with ranged weapons) 


SPELLCASTING: save DC 14, +6 to hit 

FIELD OF EXPERTISE: You choose one monster type, as defined in the favored 
enemy class feature from rangers. This choice is permanent. This is your ‘specality’ 
[humanoids (orc) | 

HoneD SENSES — You gain the ability as an action, to sense any monster that 

is your speciality’ ina 1 mile radius, this ability also tells you where they are, and 
how many of them are within range. 

MonsTeR SLAYER — Your weapons become permanently infused with 
righteous fury, any attack against your ‘specialty’ gains a +6 to attack and damage 
rolls, as well as allowing you to get a critical hit on 18,19,or 20. Additionally, your 
weapons glows to warn you if your chosen monster is within 300 ft of you. 

Toots Or THE TRADE: You gain the ability to innately cast hunters mark 2/day. 
Additionally you gain 2 innate uses of the divine smite feature, flavored to the god 
of you choosing, these smites also deal an extra 1d8 damage (total 3d8) against 
your speciality. 
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ACTIONS: 
MULTIATTACK: 2 attacks with longsword or longbow per round 
LonesworD: +7 to hit, 1d8+4 slashing damage (+13 to hit, 1d8+10 damage vs 
orcs only) 
LONGBOW: +7 to hit, 1d8+4 Piercing damage (+13 to hit, 1d8+10 damage vs 
orcs only) 


SPELLS KNOWN: 


Ist: Goodberry, Cure Wounds, Detect Magic, Hunter’s Mark, Divine Smite 
2np: Silence, Spike Growth 


The Annihilator 


THe ANNIHILATOR 


A perfect spell-focused BBEG for the highest level of 
campaigns. This monster is an altered version of the last boss 
I used for a plane-hopping campaign that had 6 players all at 
level 20, with extra boons, and loaded to the gills with high 


level magic items. 


ARMOR CLASS: 24 
Hit Points: 1000 — Speen: 30, 60 ft fly (hover) 


STR DEX CON INT WIS CHA 
30 18 30 oh) 26 26 


SAVES: Int +16, Wis +14, Cha+14 

SKILLS: Perception +18 

Damace IMMUNITIES: Nonmagical, non-blessed 
weapons, Poison, Necrotic 

CONDITION IMMUNITIES: Blinded, Charmed, 
frightened, paralyzed,poisoned, stunned & 
exhaustion 

SENSES: truesight 120ft PP 25 

LANGUESall 

CHALLENGE RATING:27 


TRAITS: 
Demonic Nature: The annhilator does not need 
food, air, or sleep 
GODLIKE INTELLECT: At the start of each round, all 
players must announce their plan for this turn. Once 
decided, these plans may not be changed. If the planned 
action becomes impossible before the player’s turn comes 
up, they forfeit their turn. The Annhilator then places his 
turn anywhere in the initiative he wishes. 
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The Annihilator 


INNATE SPELLCASTNG: All of The Annhilator’s spells are innate and require no 
spell slots. His spell save DC is 26, and spell attacks have +18 to hit 

Master SPELLCASTER: The Annhiltor knows all mortal spells from all 
spellcasting lists. The Annhilator can cast multiple leveled spells per turn (see actions 


below). Additionally, he can concentrate on up to two different spells at once 

Maaic ResisTANCE: The Annhilator has advantage on any saves against spells or 
spelllike abilities. 

LEGENDARY REsisTANCE (3/DaAY): If The Annhilator fails a save, he can choose 
to succeed instead. 


ACTIONS: 
MuLTISPELL: The Annhilator may cast any number of leveled spells per turn so 
long as their combined spell level does not exceed 9. 
DEFENSE OF Bones (RECHARGE 6): The Annhilator uses his still-living 
minions as shields, swirling their bodies around himself to deflect incoming 
attcks. All minions used in this way are instantly dropped to 0 hitpoints. 
While this shield persists, The Annhilator’s AC is increased by 2 for every body 
protecting him. Every missed attack against the Annhilator while this shield 
persists destroys a body, and lowers The Annhilator’s AC by 2 until the shield is 
depleted. 


Bonus Actions: 
ETERNAL SLUMBER: The Annhilator Curses an unconcious target. The 
target must recieve 60 cumulative hitpoints worth of healing before regaining 
conciousness with 1 hitpoint. 


REACTIONS: 
COUNTERSPELL: The Annhilator Casts Counterspell at 3rd level 
SHIELD: The Annhilator casts shield 


LEGENDARY Actions (3/TuRN): 
Cast GREATER SPELL (3 actions): The Annihilator casts a spell of Sth level 
or lower 
Cast LESSER SPELL (2 acTiONs): The Annihilator Casts a spell of 3rd level or 
lower 
CANTRIP: The Annihilator Casts a cantrip 
TELEPORT: The Annihilator teleports to a spot he can see within 120ft 
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Lair ActTIONs: 
Lair actions occur on initiative count 20, losing ties. A lair action can not be used 
a second time until a different lair action has been used 


Summon Hoarn: 

THe ANNIHILATOR SUMMONS HIS CHOICE OF: 

-24 skeletons 

-12 shadows 

-3 wraiths 

or 

-1 mummy lord 

All minions summoned this way take their turn immediately after The 
Annhilator’s turn for that round. 


INSTANTANEOUS ANTI~Macic FieLb: The Annihilator summons a special 
kind of anti-magic field. The field appears in a space within 90 ft of him. This 
field only appears for a brief moment, causing its effects then vanishing. This 
field has the same effects as a normal anti-magic field, with the added effect that 
When a creature is engulfed by this field, not only are spells and magical effects 
suppressed, but they are also ended. Concentration is broken, and any magical 


items are suppressed until the end of the Weilder’s next turn. 


£ Arance Sentry 


ARANCE SENTRY 


This monster is a conglomerate of failed liches sewn together as punishment for 
their evil acts. It is like a weaker version of my Annhilator stat block. Its still very 
strong, but not only beatable by level 20 characters. Typically these should be used as 
guardians, defending entrances as their movement is very limited. 


ARwMor Cuiass: 13 Hit Ponts: 300 SPEED: 1 0ft 


STR DEX CON INT WIS CHA 
10 4 14 20 20 20 


SAVES THROWS: int +10, wis +10, SENSES: Darkvision 60ft, PP 15 
cha +10 LANeUEs: All 

SKILLS: Arcana+10 intimidation CHALLENGE RATING: 16 

+14, investigation +10, 

perception +10 


TRAITS: 
INNATE SPELL CASTING: The arcane sentry is a supremely magical being, all of its 
casts are innate, requiring no material components, and consuming no spell slots. The 
Arcane Sentry uses intelligence, wisdom, and charisma as its spellcasting modifiers 
equally. it has +10 to hit on ranged spell attacks, and its spell save DC is 19 
MULTIBODIED: The arcane sentry is made up of 6 failed liches sewn together. For 
each body alive, the lich can cast 1 spell level worth of spells on its turn. If the lich 
takes 50 damage or more from a single target on a turn, one of the bodies dies. 
(Cantrips count as a first level spell for this ability) 
SPLIT CONCENTRATION: The Arcane sentry can hold concentration on a number 
of spells up to half (rounded down) of the number of bodies it has left alive. 


ACTIONS: 
MutT1 — CastTinG ~ The arcane sentry can cast multiple spells a turn, relative 
to how many bodies it has left, as described in the Multi-bodied ability. 
Firé Bout: +10 to hit, range 120ft 3d10 fire damage 
CHILL ToucH: +10 to hit, range 120ft3d8 necrotic On hit, the target can’t 
regain hit points until the start of your next turn. Until then, the hand 
clings to the target. If you hit an undead target, it also has disadvantage on 
attack rolls against you until the end of your next turn. 
Ray oF Frost: +10 to hit, range 60ft 3d8 cold damage On hit, the 
target’s speed is reduced by 10ft until the start of your next turn 


Bonus ACTIONS: 


Misty STEP the arcane sentry casts misty step 
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REACTIONS: 


MuttTi1-REACTION ~— The Arcane Sentry can take a reaction for each body that is 
still alive 


COUNTERSPELL ~ the arcane sentry casts counterspell 

STACKING SHIELD ~ The arcane sentry casts a weakened version of 

the shield spell on itself, increasing its AC by 2. This effect stacks with each 
subsequent reaction spent to cast this spell again. Multiple bodies can 

use this reaction in response to a single attack All stacks are lost at the start 
of the Arcane sentry’s next turn. 


Lecenpary Actions (3/TuRN): 


CANTRIP (J ACTION) — the Arcane Sentry casts a cantrip. 
Lesser SPELL (2 ACTIONS) — The Arcane Sentry casts a 1st or 2nd level spell 
GREATER SPELL (3 ACTIONS) — The Arcane Sentry casts a 3rd or 4th level spell 


SPELLS KNOWN: 
CANTRIP: Fire Bolt,Chill Touch, Ray of Frost 
Ist: Magic Missile, Burning Hands, Thunderwave 
2ND: Flaming Sphere, Misty Step; Scorching Ray, Acid Arrow, Hold Person 
3RD: Dispel Magic, Fireball, Lightning Bolt, Counterspell, Sleet storm, Slow, 
Stinking Cloud 
4Tu: Dimension Door, Ice Storm, Greater Invisibility, Polymorph 
5TH: Cone of Cold, Cloudkill, Wall of Force; Hold Monsters 
6TH: Disintegrate, Chain Lightning, Circle of Death, 
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DITTOTE 


[WARNING]: This 
monster is just mean. As it 
doesn’t attack the characters 
so much as it attacks the 
players themselves. The 
dittote is a shapeshifting 
creature that feeds on the 
mental energy of nearby 
creatures. It has a high 
intelligence and uses that 
for manipulation. This is a 
very weak monster, so an 
encounter must be built 
around it. It is not your 
standard monster to throw 
in as a random encounter. 


The ideal way to encounter this monster would be to find it, perhaps in the guise 
of a baby monkey, Injured bird, or puppy, cowering in an Orc tent or goblin cave, 
pretending to be helpless and defenseless. The monster wants the players to find it 
cute and likeable, it wants the players to trust it. It may do things to endear itself to 
the players, like bring them small pieces of food or show them the correct way to 
navigate a trapped corridor. 


This, however, is so it can feed on them later. The Dittote only attacks the party when 
they are in combat with other enemies. You should treat the dittote like a familiar or 
non-combat animal companion, passively mention the dittote retreats from combat, 
but doesn’t stray too far, hiding in the far back behind the spell casters. 


Once per combat, at the start of the second round, the Dittote will force the party to 
make their saves as described in its mind sear ability. The challenge of this monster is 
to figure out why, over the course of 3 or 4 fights they are being forced to keep making 
saves, and why their wisdom score keeps dropping. It is up to the players to figure out 
that the enemies they are fighting aren’t casting spells, and the only common factor is 
that these saves only started when they adopted the Dittote. 


69 


oS 


Z Dittote 


At which point the real twist of the knife comes. Now the players have to get rid 

of the Dittote, a real ‘old yeller’ moment. To make matters worse, if one of the 
character’s wisdom has dropped to 1, they will not willingly part from it. Which will 
likely lead to PVP. It is likely that if you deploy this monster, your players will be upset 


with you in real life. So use at your own risk. 


Armor Cuass:8 Hit Points: 5 SPEED: 30ft, 30ft climb 


STR INT Wis CHA 
6 10 18 10 10 


SAVES: Int+7, Wis +3 SENSES: Telepathy 60ft, Empathy (see below) 
SKILLS: Deception+6, Stealth+2 CHALLENGE RATING: 4 


TRAITS: 
EMPATHY: The Dittote can sense the emotions and intentions of creatures 


within 60ft of it. 


LimireD TELEPATHY: 
The Dittote can send small messages to intelligent creatures it can see within 60ft. 
It is smart enough to know which creature can and can’t talk, and will only use 
this ability if its current form is appropriate. 


ACTIONS: 
Minp SEAR (RECHARGES AFTER A SHORT OR LONG REST): The Dittote 
targets up to 10 creatures within 90ft of it. The targets must make Wisdom saving 
throws (DC 15). On failure, the target’s Wisdom score is reduced by 1d3. To 
a minimum of 1. If the target’s wisdom score reaches 1, they gain the following 
indefinite madess: “The Dittote is my best friend, I will never leave it, and I will 
defend it with my life.” Curing this madness requires Greater Restoration or 
similar high-level magic. 
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SHAPECHANGE: The Dittote can use its action to change its shape into any sort 
of tiny creature. This is a non-magical shifting of the Dittote’s biology and as such 
does not show up on any sort of divination magic or the detect magic spell. 


ENDANOSS THE EVER-CHANGING: 


My take on a prismatic color-changing dragon final boss. A very ancient dragon who 
takes the best parts of all other dragons and uses them with meticulous efficiency. 


Z Endanoss the Ever-Changing 


Armor Cuass:21 Hit Powts:350 = Speen: 40ft., 40ft climb, 80ft. fly 


STR DEX CON INT Wis CHA 
29 (+9) 19(+4) 25(+7) 18(+4) 19(+4) 21(+5) 


Saves THROWS: Dex +8, Con CONDITION IMMUNITIES: 

+14, Wist+10, Cha+12 Blinded, Charmed, 

SKILLS: Deception +11, Frightened,Paralysed, Petrified, 
Perception +17, Stealth +8 and Poisoned 

Damace VULNERABILTIES: SENSES: BlindSight 60ft, 
Depends on Current Color darkvision 120ft, PP27 


Dawmace Immunities: Depends Laneues: All 
on Current Color CHALLENGE RATING: 22 


TRAITS: 
PRisMATIC ALIGNMENT: AnyTime Endanoss takes damage from fire, cold, acid, 
poison, lightning, or thunder, Endanoss Can choose to change his form to the 
corresponding damage type. (Le. fire damage would allow him to shift to gold) 
This does not require his reaction. 
PrisMATIC RESISTANCES: While in different forms, Endanoss Gains immunity, 
resistances, vulnerabilities (Special breath weapons not included on this 
statblock.) 
PRISMATIC: No immunities or vulnerabilities, resistant to all sources of damage. 
No special breath. 
GOLD: Immunity to fire, Resistant to all other elements, vulnerable to cold. Gains 
Weakening Breath. 
SILVER: Immune to cold, Resistant to all Other Elements, Vulnerable to fire. 
Gains Paralyzing Breath. 
Coprer: Immune to acid, Resistant to all Other Elements, vulnerable to poison. 
Gains Slowing Breath. 
MeRcuRY: Immune to acid, Resistant to all Other Elements, vulnerable to 
poison. Gains Sleep Breath. 
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BRONZE: Immune to lightning, Resistant to all Other Elements, Vulnerable 

to thunder. Gains Debilitating Breath (Con save DC 22 or be blinded and 
deafened, lasts 1 minute or until the creature succeeds a save. A creature can can 
make the save again at the end of each of their turns) 

STEEL: Immune to Thunder, Resistant to all Other Elements, Vulnerable to 
Lightning. Gains Repulsion Breath 


ACTIONS: 
MutTiaTtTack: Endanosss can use his Frightful Pressence ability, and make three 
attacks per round. Two claws and one bite. 
CLAW: Melee weapon attack. +16 to hit, one target. 10ft range. 2d8+10 slashing 
damage. 
BITE: Melee weapon attack. +16 to hit. One taget. 15ft range 2d10+10 piercing 
damage. 
TAIL: Melee weapon attack. +16 to hit. One target. 15ft range 2d8+10 
bludgeoning damage 
FRIGHTFUL PRESSENCE: Each creature of Endanoss’s choice that is within 120 
feet of Endanoss and aware of him must succeed on a DC 19 Wisdom saving 
throw or become frightened for 1 minute. A creature can repeat the saving throw 
at the end of each of its turns, ending the effect on itself on a success. If a creature’s 
saving throw is successful or the effect ends for it, the creature is immune to 
Endanoss’s Frightful Presence for the next 24 hours. 
BreaTH WEAPON (RECHARGE 5~6): Eight multicolored rays of light flash 
from Endanoss’s mouth. Each ray is a different color and has a different power 
and Purpose. Each creature in a 90-foot cone must make a DC 22 saving throw 
(type dependant on which ray hits them). For each target, roll a d8 to determine 
which color ray affects it. 
I-ReED: Dex save. The target takes 12d 10 fire damage on a failed save, or half as 
much damage on a successful one. 
2-ORANGE: Dex save. The target takes 12d10 acid damage on a failed save, or 
half'as much damage on a successful one. 
3-YELLOW: Dex save. The target takes 12d10lightning damage on a failed save, 
or half as much damage on a successful one. 
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4—-GREEN: Con save. The target takes 12d10 poison damage on a failed save, or 
half'as much damage on a successful one. 

5~BLUE: Con save. The target takes 12d10 cold damage on a failed save, or half 
as much damage on a successful one. 

6-INDIGO: Con save. The target takes 12d10 Thunder damage on a failed save, or 
half as much damage on a successful one. 

7-VioeT: (See special breaths for the kind of save required.) The target 
gets affected by the special color-dependent breath weapon of Endanoss’s 
Current form. (see Prismatic Resistances above) 

8-SPECIAL: The target is struck by two rays. 1 violet and 1 random. reroll the die, 
rerolling any 7s or 8s. To determine the Damage type.Target must make a separate 
save for each ray. 


Bonus AcTIONs: 
SHIFT ALIGNMENT: Endanoss changes to any color he wishes. 


LEGENDARY ACTIONS: 
Endanoss, The Everchanging can take 5 legendary actions, choosing from the 
options below. Only one legendary option can be used at a time and only at 
the end of another creature’s turn. Endanoss, The Everchanging regains spent 
legendary actions at the start of his turn. 
DETECT: Endanoss makes a Wisdom (Perception) check. 
Taw Attack: Endanoss makes a tail attack 
Wine attack (2 actions): Endanoss beats his wings. Each creature within 
15 feet of Endanoss must succeed on a DC 23 Dexterity saving throw or take 15 
(2d6 + 8) bludgeoning damage and be knocked prone. Endanoss can then fly up 
to half its flying speed. 
Catcu BREATH (3 ACTIONS): Endanoss regains his breath weapon. Any 
creature who is in the cone for the next breath weapon automatically rolls an 8 for 
deciding which beam they are trying to avoid. 


JELLY CUBE SWARMER 


What makes this monster fun is that not only does it attack ability scores, it can also 
attack a character’s inventory directly. Mixing the feeling of a rust monster with a 
swarming enemy. I’m confident having the items in their backpack destroyed while 
they aren’t using them is something that your players will remember for a long time. 


Jelly Cube Swarmer 


Armor Cuass:9 Hirt Points: 125 Speen: 15ft, 15ft climb 


STR 
- 


SAVES: Dexterity +9 
SKILLS: Stealth+11 
DAMAGE RESISTANCE: Acid 


poisoned,prone, restrained 


SENSES: blindsight 60ft, 


CONDITION IMMUNITIES: tremorsense 30ft 
Blinded, charmed, deafened, LaNouEs: None 
frightened, CHALLENGE RATING: 1 


TRAITS: 
Mucous For™: The Jelly Swarmer can move through spaces as small as 1 inch 
without squeezing 
UnusuaL Nature: The Jelly Swarmer does not need air, sleep, food, or water. 
MaaicaLLY Corrosive: The penalties given from the cube leech ability affect 
non-artifact magic items the same way as mundane items, destroying them when 
their AC bonus becomes 0, or when they reach a -5 penalty otherwise. 


ACTIONS: 
Muttiattack: the Jelly Cube warmer gets a cube leech attack for each 25 
hitpoints of health it has remaining. 
Cuse LEECH: +7 to hit, 5ft, one target, 1 damage 
On hit, the target gets applied with a single stack of ‘cube leech. While cube leech 
is applied to a creature, the creature’s movement speed is reduced by 10ft per stack 
of ‘cube leech’ A single stack of ‘cube leech’ can be scraped off using an action. 
Alternatively, if the target afflicted with ‘cube leech’ is subject to an area of effect, 
a number of cube leeches die equal to the number of damage dice rolled.(this 
damage does not effect the Jelly Swarmer’s hitpoint pool) If the creature still has 
stacks of cube leech at the end of their turn, roll 1d6 for each stack still affecting 
the target: 
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On A J-2, the cube leech is on the skin, and 1 point is subtracted from the 
creature’s constitution score. If this lowers the creature’s constitution bonus, 
change their max HP. if a creature’s constitution score reaches 0, the creature dies. 
On A 3, the cube leech affects the weapon of the creature, giving it a cumulative 
-1 penalty to attack and damage rolls. If the penalty becomes -5, the weapon is 
destroyed entirely. 

On A 4, the cube leech affects the armor and or shield of the creature, giving it 


a cumulative -1 penalty to the AC it provides. If the armor’s AC is reduces to 10, 
it is destroyed. Ifa shield’s bonus to AC is reduced to +0, it is destroyed. If the 
creature is wearing no armor, it instead affects the skin, as described above. 

On A 5~6, the cube leech gets into the creature’s inventory. The GM chooses 1 
mundane object in the creatures inventory to destroy completely, or 1 magic item 
to give a-1 penalty to. Ifa-1 penalty is not normally applicable, keep track of the 
penalty, if it reaches -3, the magic item is destroyed completely. 


SUFFOCATOR 


This small clear ooze is a little 
monster that plays with a mechanic 
that is nearly unheard of in the 
current edition: suffocation and 
drowning. These monsters dont do 
alot of damage, but instead try to 
just drown their prey, letting the 
water do the killing for them. 
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Suffocator 


Armor Cuass:9 Hit Points: 25 SPEED: 20ft 


DEX 
18 


SAVES: Dexterity +9 poisoned,prone,restrained 
SKILLS: Stealth+11 SENSES: blindsight 60ft, 
DAMAGE RESISTANCE: Acid tremorsense 30f 
CONDITION IMMUNITIES: LANGUAGES: None 
Blinded, charmed, CHALLENGE RATING: 1 
deafened, frightened, 


TRAITS: 
AMORPHOUS: The Suffocator can move through a space as narrow as 1 inch 
wide without squeezing. 
Ooze Nature: The Suffocator doesn’t require sleep. 
TRANSPARENT: Even when the Suffocator is in plain sight, it takes a 
successful DC 14 Wisdom (Perception) check to spot a Suffocator that has 
neither moved nor attacked. A creature that tries to enter the Suffocator’s 
space while unaware of it is surprised by the Suffocator. 
SILENT STALKER: The Suffocator has advantage on stealth checks while moving. 
Tuin Skin: While grappling a creature, the Suffocator takes only half the 
physical damage dealt to it, and the creature it is grappling takes the other half. 


ACTIONS: 
CLING: One Large or smaller creature that the Suffocator can see within 5 feet 
of it must succeed on a DC 14 Dexterity saving throw or be grappled (escape 
DC 16). While grappled in this way, the Suffocator squeezes the air out of the 
target lungs, initating the ‘drowing and suffocation’ rules. The grappled creature 
is restrained, and unable to breath. The grappled creature has a number of 
rounds equal to its Constituion modifer (minimum 1 round) to get a breath of 
air, or they drop to 0 hitpoints at the start of their next turn. If the Suffocator 
is still clinging to a incapacitated creature at the start of their turn, they take an 
automatic 2 failed death saves in addition to the normal death save they have to 
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make. Finally, a creature that the Suffocator is clinging onto can not be stablized 
until they are able to breathe again. 
WRING: The suffocator uses its action to wring more air of out of a creature it 


is grappling. The grappled creature must make a DC 14 strength save or lose 
another round of breath. 


SLAM: +6 to hit, 5ft range, 1d6+4 bludgeoning 


THE SHEPARD 


Quick flat out warning on this one: THIs 18 A MONSTER THAT STEALS PLAYER LEVELS. 


STEALING LEVELS is an old mechanic that didn’t get ported forward into the current 
edition, and probably for good reason. The monster presented here is much like a 
pendulum, as it can be EXTREMELY swingy and RNG dependent. If the players 
keep passing the saves, this will be a cake walk. If they have a run of back luck, it can 
quickly (death)spiral into the point where the shepard’s saves are no longer passable. 


0? 


A The Shepard 


Arwor C1ass: 13 (starting) HiT Powts: 140 (starting) Speed: 5Oft, fly hover 


DEX WIs CHA 
23 15 10 16 18 


SAVES: Dex+11, Wis+8, Cha+9 CONDITION IMMUNITIES: 
SKILLS: Perception+9, Stealth+14 Charmed, Exhaustion, 
DamacE VULNERABILITIES: Radiant Grappled, Paralyzed, Petrified, 
DAMAGE RESISTANCES: Acid, Poisoned, Prone, Restrained 
Cold, Fire, Lightning, Thunder; SENSES: Darkvision 120f PP 
Bludgeoning, Piercing, and Slashing 18 

from Nonmagical Attacks that aren’t CHALLENGE RATING: 12 
Silvered 

DAMAGE IMMUNITIES: Necrotic 


TRAITS: 
Tue Reacu oF Despair: The area for 1 mile in all directions of the Shepard’s 
lair is under his influence. every time a non-undead creature suffers at least 10 
points of damage while within range of the lair causes them to make a DC 14 
Charisma saving throw or lose a level. This drops the creature’s maximum HP 
and can make spell slots or newly attained feats unusable as their experience and 
power is ebbed away. These levels will be regained instantly after The Shepard 
is destroyed. Otherwise, Levels lost are regained after a long rest, a Greater 
Restoration may also replenish 1 level lost this way. 
INCORPOREAL MOVEMENT: The Shepard can move through other creatures and 
objects as if they were difficult terrain. The shepard takes 5 (1d10) force damage if 
he ends his turn inside an object. 
SUNLIGHT SENSITIVITY: While in sunlight, The Shepard has disadvantage 
on attack rolls, as well as on Wisdom (Perception) checks that rely on sight. 
Feast ON EXPERIENCE: For each level Non-undead creatures lose while within 
1 mile of the Shepards lair, The Shepard becomes stronger. His maximum HP 
goes up by 20, he heals for 20 hitpoints, his AC raises by 1, and his attack rolls 
and saving throw DC increase by 1. 
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INTO THE Eves OF HOPELESSNESS: When a creature that can see the Shepard's 
Eyes starts its turn within 60 feet of the Shepard, The Shepard can force it to 
make a DC (10+ levels stolen) Charisma saving throw; If the Shepard isn’t 
incapacitated and can see the creature. If the saving throw fails by 5 or more, 

the creature is reduced to 0 hit points, unless it is immune to the frightened 
condition. Otherwise, a creature that fails this save Loses a level as described in 
the ‘Feast on Experience’ feature.Unless surprised, a creature can avert its eyes 

to avoid the saving throw at the start of its turn. If the creature does so, it has 
disadvantage on attack rolls against The Shepard until the start of its next turn. If 
the creature looks at The Shepard in the meantime, it must immediately make the 
saving throw.A creature forced to look at The Shepard against their will fails the 
save automatically 


ACTIONS: 
MutTiaTtack: The shepard can make 3 attacks with his Sharpened shadow, or a 
single Focused gaze attack. 
FocuseD GAZE: 
Weapon attack +11 to hit (starting) 60ft range 
1 psychic damage. 
A creature hit by this instantly loses a level, as described in the Reach of 
Despair trait above. 
SHARPENED SHADOW: 
Weapon attack +11 to hit (starting) 5ft range 
4d8 psychic damage 
Advantage on attack rolls while in darkness or dim light. 


REACTIONS: 
HELLISH REBUKE: The Shepard Casts Hellish Rebuke at first level. 


LEGENDARY ACTIONS: 
The shepard gets 3 legendary actions per turn 
CommManpD (1 action) - the Shepard casts command 
Suapowy Step (J action): The Shepard teleports to another shadowy area 
within 60ft of him that he can see. 
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SHARPENED SHADOW (I ACTION): The Shepard makes a Sharpened Shadow 
attack 

FocuseD GAZE (2 actions): The Shepard makes a focused gaze attack 

Sou SipHon (3 actions, J/DAY): The Shepard forces all non-undead creatures 
within 60 feet to make a save against losing a level as stated in the Reach of Despair trait 


Lair ActTIONs: 
CLAIMING THE Bopy: If there is any creature that is unconscious or dead, the 


floor sinks beneath them, as small boney hands rise from the dirt, holding the 
body down as it sinks. The unconscious creature is restrained DC 14 strength 
(athletics) check to break free. If not Broken free by the next round, they are 
encapsulated. an unconscious creature is killed, and their body destroyed. A 
conscious creature begins suffocating, and will be at disadvantage for their 
strength checks to dig them selves out of the ground. 

SNuFF LIGHT: Any lights, magical or not, are extinguished. 

A LittLe HEP: The Shepard summons a Wraith in any available space within 
30 ft of himself. The wraith goes on the Shepard’s turn. 


MONSTER FEATURE [ABLES 


use is to easily slap these features onto existing monster stat blocks so you can 


Ty: he following section contains a modular list of monster features; its intended 


take a mundane encounter and turn it into a mini boss at a glance! An Ogre 
with a breath weapon; regular zombies with a gaze attack; or an orc warcheif with an 
aura to buff his allies. 


SWALLOW 


Here is how this ability is usually presented: 


“The creature attempts to consume its target whole. The target must succeed on a 
Strength or Dexterity saving throw (at the GMs discretion) or be swallowed by the 
Creature. A swallowed creature is blinded and restrained, has total cover against 
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attacks and other effects outside the creature, and takes (typically) acid damage at the 
start of each of the creature’s turns. 


If the swallowing Creature takes a fixed amount of damage on a single turn from a 
target inside of it, the creature must succeed on a Constitution saving throw at the 
end of that turn or regurgitate all swallowed creatures, which fall in a space within 10 
feet of the Creature.” 


Typically, Swallow is a feature that is attached to an existing attack (Such as a bite 

attack), that instantly invokes a save. However, if you wish to take it easier on players 

you can have the creature attempt to grapple them first, then auto succeed on the 

swallow in the following turn; allowing the grappled victim time to take action before ‘ 
being swallowed. { 
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Breath Weapon 


Side note on swallow: 
The main issue with using this ability for other monsters is believability, and 
how it makes sense narratively. Monsters that can swallow a person whole are all 
gigantic. Because thats the only way it makes sense. This is restrictive and limiting, 
so my suggestion is to just rename the swallow ability to something else, such as 
some sort of canvas net, or giant leather bag. Mechanically it works the same, the 
target getting hit is still blinded, restrained, has cover against attacks, and can rip 
themselves out with a check or by doing damage, but we are just going to change 
it’s name to something plausible. 
In doing this, you can have band of kobolds or goblins with a ‘swallow’ ability, even 
if its called something else. 


BreaTH WEAPON (RECHARGE 5 ~ 6 ) 


The Creature exhales a breath weapon doing a damage type of your choosing within 
a set range. Each target in that area must make a saving throw, taking the assigned 
damage on a failed save, or half as much damage on a successful one. While there is 
no hard rule on 
what save should 
be invoked. 
Breaths such as 
Cold and Poison 
generally invoke 

a constitution 
save while breaths 
such as Fire and 
Acid typically 
invoke a dexterity 
save. Choose the 
values that make 
sense for your 
encounter. 
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[ct | cess | cotoas | corsan 


RANGE 15ft 30ft 60ft 90ft 


GAZES 


Gazes are a hodge-podge of all sorts of abilities and effects being put under the same 
umbrella. As such this is the most disorganized section of the chapter, as each gaze has 
something unique about it. Obviously you can scale up lower level abilities to higher 
brackets, but some of the higher level abilities are not meant to be scaled down, so do 
so at your own risk. 


Regardless of type, each gaze has this stipulation: 


“Unless surprised, a target can avert its eyes to avoid the saving throw at the start of 
its turn. If the target does so, it can’t see the creature until the start of its next turn 
(imposing disadvantage on all attacks made against the creature that require sight), 
when it can avert its eyes again. If the target looks at the creature in the meantime, it 
must immediately make the save.” 


Furthermore, some abilities have a second degree of failure, where if you fail the save 
by 5 or more something extra bad happens. These will be noted in the ability. 


Finally, a couple of the abilities have little added mechanics unique to them, such 
as the way to cure Petrification if a Greater Restoration isn’t available, or if Greater 
Resetoration seems boring for your table. 


ey. CR:1-4 CR:5-9 CRA014 | CReIS17 CR: 18+ 
Charm, 
Errect | Stunned, paees: RarsZeGs Nl yo ncinraed Lethal 
Petrification | Life-sapping 
Confusion 


es 
[sf 


Greater 
restoration ' 
; Wish or 
c Lesser Greater Greater or dispel a 
URE ; ; : Divine 
restoration restoration restoration magic at i 
Intervention 
7th level or 
higher 
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Gaze Types 


GAZE TYPES: 


CHARMING GAZE 

Target must make a charisma saving throw or be charmed by the creature. If the saving 
throw fails by 5 or more, the target instead feels compelled to defend the creature, this 
is different from the dominate feature, and does not force you to take lethal action 
against your allies. (But perhaps you would feel the need to heal the monster, or use 
the help action for it, to give it advantage on it’s next attack.) The target may make 
another save at the end of each of its turns. 


STUNNING GAZE 

The target makes a wisdom saving throw, on a failure, they are stunned until the effect 
ends. Taking damage allows the target to make another saving throw immediately. 
Failing this save by 5 or more instead causes the paralyzed condition with all other 
factors staying the same as described in this ability. The target gets to make another 
save at the end of each of its turns. 


CONFUSING GAZE 

The target must make a wisdom save, or be under the effects of a confusion spell. This 
spell does not require concentration. The target gets to make another save at the end 
of each of its turns. 


DAMAGING GAZE 

The target must make a constitution save or take the damage listed below. On a failure 
of 8 or more, this damage is maximized. The CR is the same as stated above. The 
damage type is whatever is appropriate for the monster. 


CR: CR: CR: CR: (Re CR: CR: CR: 
IZ 3-4 5-6 7-8 9-10 11-13 | 14-17 18+ 


3d8 4d8 4d10 5d12 6d12 7d12 


DAMAGE | 1d6 (4) 2d6 (7) (14) (18) (22) (33) (39) (46) 
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Gaze Types 


PETRIFYING GAZE 

When a target that can see the Monster’s eyes starts its turn within 30 feet of the 
creature, the creature can force it to make a Constitution saving throw if the creature 
isn’t incapacitated and can see the target. If the saving throw fails by 5 or more, the 
target is instantly Petrified. Otherwise, a target that fails the save begins to turn to 
stone and Restrained. The restrained target must repeat the saving throw at the end 
of its next turn, becoming Petrified on a failure or ending the effect on a success. The 
petrification lasts until the Target is freed. 


INTENSITY 

Not all monsters possess petrification of equal power. Weaker monsters 
will thus have a weaker intensity meaning it’s easier to cure a victim of the 
petrification. The weakest monsters’ petrification last only 24 hours while 
stronger monsters’ require the use of high level spells. However, you may 
choose to allow players to harvest the blood of the creature and have an 
alchemist whip up a petrification cure that works only for that specific 
kind of monster. 


Monster Blood | Monster Blood Wish 
ish, or 
INTENSITY 24 Hours or Lesser or Greater 
reincarnate 
Restoration Restoration 


PARALYZING GAZE 

The target must make a wisdom saving throw or become afflicted with the paralyzed 
condition. If the saving throw fails by 5 or more, the target takes 2 levels of 
exhaustion. Taking damage while paralyzed does not allow you to make additional 
saving throws. The target gets to make another save at the end of each of its turns. 


Gaze Types 


LIFE~SAPPING GAZE 

The target must make a constitution saving throw, on failure taking damage as shown 
on the damaging gaze table above. Additionally, The monster regains hitpoints 

equal to the damage taken in this way. If the save fails by 5 or more, the damage is 
maximized. 


Finally, if the damage over-heals the monster, the remainder become temporary hit 
points. 


DOMINATING GAZE 

The target must make a Charisma saving throw or become dominated by the monster. 
While dominated this way, the monster can, as a free action, command the target. 
The target must follow the order to the best of their ability, so long as it is not 
suicidal in nature. Taking damage while dominated lets the target make another save 
immediately. The target gets to make another save at the end of each of its turns. This 
effect does not require concentration from the monster. 


While dominated, the target’s movement and abilities are not hindered in any 

way. (Le. If tasked with defending the monster, the target would do their best to 
accomplish it, whether that means casting a high level-defensive spell on the monster, 
or slashing at their teammates with all of their weapon attacks.) 


LETHAL GAZE 
The target must make a constitution saving throw or drop to 0 hitpoints. 
On a failure of 5 or more, the target dies outright. 
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Auras 
AURAS 


Many monsters in Se have auras, most inflict some kind of condition, while others 
inflict damage every turn. This ability is a simple way to hammer hard on a melee- 
heavy group that is overconfident in their barbarian or paladin. Also remember, the 
damage rolls have no save, they just happen if the player character is within range at 
the start of his or her turn. 


Damage aura 


Condition effect aura 


10ft 15ft 


BUFF AURA 

Sometimes the most interesting things you can do is not make the enemies do more 
damage, or give the players crippling disabilities, but instead give the enemies buffs 
with extra abilities. These auras would be best suited on some sort of ‘leader’ monster, 
like a boss. These buff auras are designed to help the minions live a bit longer. 


Obviously these are designed to be scaled up as well, just because you have a CR 10 
monster doesn’t mean you can’t give it a Regeneration and Evasion aura, as well as 
Magic Resistance aura. 


Buff Aura Feature Table 


p | ext | cxsy | eros | creas 


Magic 
Evasion, Reistance, 
Advantage Freedom of Holy Aura, 
Against Turn Movement, Antimagic Field 
Undead Cunning 


Action 


Regeneration, 
Resistance 
EFFECT to Fear and 
Charm, 


bless 


Dice (iF 
APPLICABLE) 


REGENERATION 


A good way to keep a monster 

alive a Jittle longer, and make the 
players stop and think, is to give the 
monster the regeneration ability. 
There are two types of regeneration, 
one that happens if the monsters 
still has at least 1 hitpoint, and one 
that happens even if the monster is 
‘dead’ at 0. However, there are two 
things you should keep in mind: 


1.) The most common way to 
stop this ability is fire damage, so 
for your custom monster, make 
the damage type anything else to 
surprise the players. 


Regeneration Feature Table 
2.) Look at what kinds of damage your party can deal beforehand. If you make 


lightning the only type of damage that will keep the monster dead, and no one has 
any spells, magic items, or items that deal lightning damage, its an unfair encounter. 


| cers | cxse | cxios | cris 


HEALTH 
REGAINED 


Lightning, 


DAMAGE TYPE ; 
Cold, acid, fire 
TO STOP thunder, or 


REGENERATION or poison necrotic 
radiant 


Psychic, or 


TYPE OF Needs at least 1 | Needs at least 1} Regenerates Regenerates 
REGENERATION hitpoint hitpoint while at 0 while at 0 
LEGENDARY ABILITIES 


It’s no secret that a somewhat balanced action economy is vital to keep a fight from 
being completely one-sided. There is nothing worse than having a single boss monster 
get surrounded on all 4 sides, and having 8 melee attacks thrown at them every turn, 
plus whatever nonsense the casters are doing. While the boss can do nothing but wait 
for its turn. Legendary actions are typically reserved for high CR monsters, but they 
don’t need to be. Simply temper how many legendary actions lower CR monsters get, 
and what they can do with them accordingly. (I.E. a low level CR 3 wizard probably 
shouldn't be able to cast spells on the player’s turns as legendary actions, but a CR 
20+ custom ancient lich absolutely should.) 


Additionally, legendary resistances are also vital to keeping the fight interesting against 

a group that has at least one caster. Setting up a big bad evil guy, spending all this time 
making special custom abilities, only to have him fail three wisdom saves in a row vs hold 
person, and not get a single action before the party kills him with their free advantage 
and auto-crits is going to be very frustrating for you, and boring for the players. 


~Q@Sib a - 
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Buff Aura Feature Table 


Side note: 
It is HIGHLY recommended that you always give a ‘boss’ monster some kind of 
movement ability in their legendary actions that ignores opportunity attacks. This 
can be used to simply move out of danger of the Rogue, Barbarian, and Paladin all 
surrounding them. Or, more deviously, to simply walk past the front line, and right 
up to the squishy caster in the back. 


#% OF 
LEGENDARY 1 2 3 5 
ACTIONS 


# OF 
LEGENDARY 
RESISTANCES 


LEGENDARY POOLS 


This is an idea that works with the above section of giving 
out legendary actions. 

Say you want to run a bunch of beefed up zombie ogres, or 
wyrmlings, that each have a legendary action to move or 
attack or maybe use their poison gas breath weapon from the 
‘breath weapon’ section. 


You would quickly discover that if you have more than 

a single creature with legendary actions, reactions, and 
recharge abilities, it becomes overwhelming trying to 
remember which one still has how many legendary actions 
remaining, which one’s recharge ability is available or not, 
how many legendary resistances each one has remaining, ect. 


Legendary Pools 


This is an idea to basically distill all your monster’s hard to keep track of abilities into 
a single pool of legendary actions and or resistances that can be divided amongst 

the monsters and used however you see fit. A quick example would be: You have 

2 different dragons, each with 3 legendary actions. So they would share a pool for 

6 legendary actions, but they could split it half and half, or 4 and 2 or 6 and 0 ect. 
Which dragon that takes the legendary action doesn’t matter. This way we eliminate 
the extra book keeping of having to keep track of 2 separate monsters. In the same 
manner, we can say that the dragon’s breath weapons both recharge at the same time, 
rolling a single dice per round. However to balance this, I would suggest manually 
nerfing the damage dice that the breath weapons do. 


Talso have added a couple ideas for special legendary actions that monsters can take, 
but only in a group of the same kind of monsters, big battle-changing actions that the 
monsters by themselves wouldn’t be able to do. These only make sense to be flavored 
to the monster type, and will be separated by category instead of specific monsters. 
While writing these, I had in mind how a group of hags together gets extra abilities. 
Why not let other monsters join the fun? 
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Legendary Pools 


FieNnDs 
PortAaL - 5 legendary actions used jointly from the pool 


The fiends creature a portal of inky black somewhere on the battlefield that must be 
within 120ft of each summoner The portal gets its own initiative and goes directly 
before the creature whose turn this ability was activated upon (an entire round needs 
to go by before anything happens) The portal is a creature with 25-75 hitspoints 
(depending on player levels) with AC 10 and immunity to psychic and poison 
damage. If the portal is not destroyed, closed, or dispeled, on its turn it summons 

1 fiend of 1 CR higher than most of the other fiends in the encounter. Every 
subsequent turn the portal is not destroyed, another fiend spawns from it. 


ELEMENTALS 
GOING NUCLEAR - 3 legendary actions used jointly from the pool 


The elementals use their non-organic bodies to their advantage, releasing pulses of 
radiation. 


Each creature that starts its turn within 10ftof any elemental must make a DC 10-18 
(based on player level) Constituion saving: throw or take 1 level of exhaustion 


UNDEAD 

ScourcE - 4 legendary actions used jointly from the pool 

Rot and disease lingers on the corpsesyready to spread. 

As long as each undead can.se@,at/least one other.undead, they all get a secondary 
condition on all melee attacks: 


Whenever a creature is. struck by a melee\attack by an undead during scourge, they 
must make a DC-11-19 (based on player level) constitution saving throw or be 
afflicted by the Contagion spell The-disease contracted is either random, or chosen 


by the GM. 


Legendary Pools 


FEY 

Wuy FIGHT? - 3 legendary actions used jointly from the pool 

Every creature within 60 ft of any of the fey must make a DC 10-18 charisma saving 
throw or be charmed for 1 hour. Targets may make the save again at the end of their 
turn, ending the effect early on a success. 


However, if the entire party becomes charmed at any moment, the charm is complete. 
And strengthened. The party awakens 1d10 hours later someplace else with no 
memory of what happened, and they each are each missing 2d6 mundane item from 
their inventories. Or a magic item if the GM is particularly vindictive. 


Out oF sicuT - 2 legendary ations use jointly from the pool 
All fey get the benefit of the invisibility spell for 1 turn, requiring no concentration. 


ABERRATIONS 

Tue Maw or Mapness - 4 legendary actions used jointly from the pool 

The inhuman nature of the aberrations frays the minds of the adventurers. Each non- 
abberation that can see the aberrations must make a DC 10-18 (Based on player 
level) intelligence saving throw. Each creature that fails, gains a short-term madness 
from the madness chart. (not included in this book) 


CELESTIALS 

Divine Aura - | action used jointly from the pool 

One of the celestials begins to give off an angelic aura with a 60ft radius that lasts for 
1 minute. This does not require concentration. The aura can be manipulated further 
with other actions 


PROTECTIVE DOME - | action used jointly from the pool 

Any creature outside the celestial’s divine aura must make a DC 11-19 (depending on 
player level) wisdom save or be forced to target a creature not inside a divine aura. If 
no target is available the action is wasted. 


TARGETED WRATH - 2 actions used jointly from the pool 
The celestial targets a creature within the Divine aura. If that creature is still in the 
aura after (3+player count) turns, the creature takes 10d6+40. No save. 
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Legendary Pools 


Houy nova - 2 action used jointly from the pool 
Choose a celestial. They begin to charge a Holy nova, with a radius of 60ft, centered 
on themselves. 1 full round later, the holy nova area explodes for 8d8 radiant damage. 


CONSTRUCTS 

ASSEMBLE - 5 legendary actions used jointly from the pool 

The constructs give up fighting alone, and instead decide to build ontop of one 
another. Each construct in the fight fuses into a single huge sized creature. The new 
construct has the compiled hitpoints of all the remaining hitpoint of the constructs 
used to build it, and has as many attack as constructs were used to create it. The to hit 
bonus and damage from each slam attack is proportional to the group’s level, ranging 
from +3 dealing 2d4 damage per hit, to +16 dealing 4d12 damage per hit. The AC of 


the new construct is the same as the constructs used to build it. 


PLANTS 
Brame es - 3 legendary actions used jointly from the pool 
The plants cast both plant growth AND spike growth on a point they choose within 


range. This effect does not require concentration 


Parasitic Spores - 3 legendary actions used jointly from the pool 

Any creature within 30ft of any plant must make a DC 10-18 constitution saving 
throw or be affected by the Parasitic Spores. The spores will instantly force the 
affected player to fail three death saves if the creature drops to 0 hitpoints before the 
spore is removed from a long rest, Cure Disease, or Lesser Restoration magic. 


HumANoIDs 

Enmity- 2 legendary actions used jointly from the pool 

The group of humanoid ‘brands’ the player characters as ‘kill on sight’ to whatever 
faction they are allied to. (GM note: This could be a goblin survivor telling tale of 
how their tribe was wiped out by the player characters to other tribes in the area, 
so now all goblins in the nearby area are hostile to the players even if they weren’t 
directly connected to the first tribe that ‘branded’ the player characters. 


For a more civilized race, the faction from which they belong would be more 
appropriate. A bandit gang ‘branding’ the player characters would make other 
criminal and underworld organizations such as smugglers and thieves much less 
willing to talk to or work with the player characters.) 


Legendary Pools 


MONSTROCITIES 

CHORUS OF ROARS - | legendary action each used jointly from the pool 

The sheer ferocious virgor of these monsters instills fear and doubt in any person. The 
monstrocities let out a building cacophony of roars, each one louder than the last. 
(These roars have to be used in order, and must have at least 1 player character act 
between each consecutive roar.) 


First Roar. Each creature that fails a DC 11-19 Wisdom saving throw is 
frightened for 1 minute. A frightened creature can repeat the saving throw at the 
end of each of its turns, ending the effect on itself on a success. 


SECOND Roar. Each creature that fails a DC 11-19 Wisdom saving throw is 
deafened and paralyzed for 1 minute. A paralyzed creature can repeat the saving 
throw at the end of each of its turns, ending the effect on itself on a success. 


TuHiRD Roar. Each creature makes a DC 11-19 Constitution saving throw. On a 
failed save, a creature takes (2d10-8d10) thunder damage and is knocked prone. 
On a successful save, the creature takes half as much damage and isn’t knocked 
prone. 


Oozes 

Converce. 3 legendary actions used jointly from the pool 

All oozes within a 60 foot range rush together, forming into one large Conglomerate 
of ooze. The resulting monster is a huge sized ooze whose hitpoints equal the sum 

of all oozes remaining hitpoints who participated in the converge action. The 
Conglomerate Ooze also has a multiattack ability with as many attacks equal to 

how many oozes participated in the converge action. The GM decides which ooze 
statblock the Conglomerate uses for its psuedopod or slam attacks. 


All creatures in the way of an ooze moving to converge or on the space the 
conglomerate forms must make a DC 12-20 (depending on player character level) 
dexterity saving throw or become engulfed as described in the Gelatinous Cube stat 


block 


4 
The Conglomuate Ooze also has the split reaction found on the Ochre Jelly stat block 5 
J 


Te) 
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Legendary Pools 


GIANTS 

Curse - 3 legendary actions used jointly from the pool 

The giants use their runic knowledge of the old tongue to curse the party. Each player 
that can hear the giants must make a DC 10-17 wisdom saving throw or be afflicted 
by one of the curses described in the “Hex Bloodline’ Spell featured in this book. 


DRAGONS 

Renewed Furvor - 3 legendary actions used jointly from the pool 

The frightful presence immunity is revoked, and the afraid condition can once against 
be instilled. Until another successful save is made. 


Recuaree - 3 legendary actions used jointly from the pool 
All dragon’s breath weapons automatically recharge. 


Legendary Pools 


PART 3: 
THe GM STUFF 
CHAPTER 


This chapter contains stuff for the GM. Starting with magic 
items. Then homebrew rules my co-author and I have 
cooked up over the years, testing and reformulating things 
to see what worked for us. Finally we have rules for weapons, 
alignment, diseases, and how to make elemental damage 
seem more impactful. 
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Magic Items 


Maaic lTEMsS 


used as plot devices (the Compass of Desire, Everstab, Guisppe Coin) or just 

for fun flavor (Pan of Frying, Shoelace of Tying, and Tethering Anchor). The 
Insta-Irap manacles and Spell Lock Collar were also made for use by NPC bounty 
hunters. Possibly the anti-mage prestige class NPC listed in this book? 


a6 he following small collection of magic items are mostly things that can be 


BLOODDROP RING 


Rare, Requires ATTUNEMENT 

While attuned to this item, you gain extra strength at low health. 

When below 50% of your maximum health, you do an extra weapon die of damage 
on each meele hit. 


Cursed: while attuned to this item, you only regain half the hitpoints from hit dice 
during a short rest. 


COMPASS OF DESIRE 


Wonpbrous IlTeM— VERY RARE 

A creature that focuses on this compass may make a Secret DC 14 intelligence check 
to have it point in the direction of, and tell your distance from, what you most desire 
at this moment. On a failure, it points towards what your subconscious most desires 


Everstab 


EVERSTAB 


WONDROUS ITEM~RARE 

This syringe contains enough fluid 
for a single application, on a single 
person. At dawn each day it refills 
with the last fluid it was filled with. 


Upon emptying the Syringe, you 
may refill it with any fluid of your 
choosing. Any fluid removed from 
everstab (Such as filling a bottle 
with Everstab’s contents) will lose 
its potency after a 24 hour period. 


GET OUT OF JAIL FREE KAzoo 


WONDEROUS ITEM~LEGENDARY 

This unassuming kazoo, when blown, will summon an avatar of Guiseppe, Lord 

of Chaos. As part of the agreement, Guiseppe will get you out of any situation, 
regardless of what that means. That could be banishing all the current enemies, 
bringing back dead party members. Or even going back in time to correct a mistake. 
However, he needs something in return. You did screw up, after all. Its only fair you 
have to sacrifice something. The player that blows this kazoo takes 2 permanent death 
save failures, meaning it only takes 1 additional failure for that character to die. As 
soon as this character dies, by any means, an ethereal cage traps the character’s soul, 
and it is whisked away. The player can not be brought back to life with anything short 
of a wish or true resurrection spell. 


Once the kazoo has been blown once, it loses its magical properties. And becomes an 
ordinary annoying instrument. 
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Guiseppe Coin 


GUISEPPE COIN 


Wonnbrous ITEM~LEGENDARY 
This small brass coin has the visage of a smirking goblin in a jester hat. 


As an action, you ask for the gods of chaos to assist you. Flip the coin and let it hit the 
ground. At which point it dissolves into vapor as one of the effects below takes place. 


Heads(even): Your plea to the cosmic chaos is successful. You gain the benefits as if 
you had just successfully cast divine intervention. This is up to GM discretion, but 
the GM should take into consideration that the deity helping is one of utter chaotic 
neutral energy. 


Tails(odd): The gods have decided your demise would be funnier. You gain some 
kind of curse befitting the situation. This is also up to GM discretion, but it should 
be something suitably ironic. (I.E. the player asked for all allies to be fully healed, but 


instead all enemies are fully healed.) 


Insta-Trap Manacles 


INsta~ TRAP MANACLES 


Wonprous Item, UNCOMMON 

These manacles seem to be made of rubbery metal that stretches with pressure. 
When you throw these manacles at a creature, make an improvised ranged attack roll, 
on hit, the manacles deform, and wrap themselves around the target’s wrists, pulling 
them behind the target’s back, and imposing the restrained condition to the target. 
A DC 20 athletic check is required to break them physically. A DC 15 thieves tool 
check would also get the target free. 


PAN OF FRYING 


Wonpbrous ITrEM—~ COMMON 

You may activate the Pan of Frying by 
pressing the button on the handle. After one 
minute it will heat up enough to cook with. 
You can turn it off by pressing the button 
again. 


SHOELACES OF TYING 


Wonpbrous ITEM COMMON 

Speak the command word to have these laces 
tie themselves. 

A DC 10 sleight of hand check is is needed 
to untie the knot. Or a DC 10 athletics 
check is needed to break the shoelaces. The 


laces repair themselves after an hour. 
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Spell Lock Collar 


SPELL Lock COLLAR 


Wonprous ITEM RARE 
A silver collar with a gem on the front, and a small key hole in the back. 


Make an improvised melee attack roll, if it hits, the collar is fastened around the 
targets neck. While in place, the collar functions as a small localized anti-magic field. 
No magic can be cast by the person wearing this collar, and no hostile spell can target 
them. 


A DC 20 Athletics check is required to rip this item off the target. 


A DC 15 Thieves Tool check would also get the collar unlocked. 


TETHERING ANCHOR 


Macic WEAPON (GREATCLUB), RARE (REQUIRES ATTUNEMENT) 

This anchor is bladed on either end, has runes down the front, and its chain seems 
bound to its wielder’s forearm. You gain +1 bonus to attack and damage rolls made 
with this magic weaon. 


As an action you can throw the anchor.(range:30/60) Your target must succeed on 

a strength saving throw (DC 16) or be pulled in a straight line towards you until 

they are within 5 feet of you. If the target is a size category larger than you, they gain 
advantage on the saving throw, or you can instead choose to pull yourself to the target 
without requiring a roll. 


If you instead choose a structure, wall, or large item such as a statue for your attack, 
you can pull yourself to that structure with no roll required. 


Gem of (Class Ability) 


Gem oF (Ciass ABiLity) 


Common TO VERY Rare ~ Uses J] OR MORE SOCKETS IN THE SOCKETED 
WEAPON 

This type of gem, instead of encapsulating a spell effect, enhances the wielder’s body 
to give them abilities beyond their normal capabilities. 


This could be a gem that gives the wielder the action surge ability from the Fighter 
class, or the sneak attack ability from the Rogue class. 


The power of the gem, and its subsequent rarity if up to the GM. 
Gems may be socketed or taken out of a socket over the course of a short rest. Gems 


are not bound to any weapon, and are not destroyed when pulling them out of a 
weapon. 


Gem of (Greater Spell) 
Gem oF (GREATER SPELL) 


Rare TO LEGENDARY ~ Uses ] OR MORE SOCKETS IN THE SOCKETED 
WEAPON 

This gem contains the power of a spell of 3rd level or higher. This gem allows the 
wielder of the socketed weapon to use their action to expend 1 charge of the gem, and 
cast the spell held within this gem. Each gem has 1 charge. Charges refresh at dawn 
each day. Gems may be socketed or taken out of a socket over the course of a short 
rest. Gems are not bound to any weapon, and are not destroyed when pulling them 
out of a weapon. 


Gem oF (LEssER SPELL) 


COMMON TO UNCOMMON ~— USES | SOCKET IN A SOCKETED WEAPON 

This gem contains the power of a spell of 2nd level or lower. This gem allows the 
wielder of the socketed weapon to use one attack of their multiattack ability to 
expend | charge of the gem, and cast the spell held within this gem. Each gem has 3 
charges. Charges refresh at dawn each day. Gems may be socketed or taken out of a 
socket over the course of a short rest. Gems are not bound to any weapon, and are not 
destroyed when pulling them out of a weapon. 


Gem or (Minor Upcrave) 


COMMON TO VERY RARE — USES 1 OR MORE SOCKETS IN THE SOCKETED 
WEAPON 

This type of gem, instead of encapsulating a spell effect enhances the wielder’s body to 
give them abilities beyond their normal capabilities. 


As opposed to the above gem, this gem would instead give some kind of buff to the 
base core of the character. Something like +5 movement speed, a climbing speed 
equal to their regular movement speed, or the ability to breathe underwater. This 
could also be something like darkvision, the ability to speak more languages, or even a 
feat if you are feeling generous. 


~~) a 


Greater Socketed Weapon 
The power of the gem, and its subsequent rarity if up to the GM. 


Gems may be socketed or taken out of a socket over the course of a short rest. Gems 
are not bound to any weapon, and are not destroyed when pulling them out of a 
weapon. 


GREATER SOCKETED WEAPON 


VERY RARE — REQUIRES ATTUNEMENT 

‘These rare mastercraft weapons have 3 to 4 empty sockets available for gems to be 
placed in them. Greater Socketed weapons typically have an enchantment placed 
on them regardless of the sockets. This is typically a flat +1 or +2 bonus. But could 
be something more exoitc, like sentience or the ability to fight by itself, without the 
wielder’s direct input. 


LESSER SOCKETED WEAPON 


UNCOMMON ~— REQUIRES ATTUNEMENT 

These weapons have | to 2 empty sockets avaialbe for gems to be placed in them. 
Lesser socketed weapons usually don’t have an enchant on themselves and instead rely 
on the magic of the gems to grant power. 
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Veg’s Variant Rules 


KEvINS VARIANT RULES 
VARIANT RULE: CURSE OF IMMORTALITY 


The age old trope is that immortality is more a curse than a gift; so why not lean into 
that? An immortal character (Such as a Vampire, Zombie, or even a mundane race 
with a divine curse) will rise again after falling in combat; however, the mental trauma 
of death is taxing. When they rise again they will have a maximum of half their HP. 
They will remain in this weakened condition until such time as they complete a 

ritual to alleviate their mental stress. This could be something as simple as feasting 

on blood for a vampire, devouring brains for a zombie or ingesting a soul for a more 
complicated being. Or, if you wish death to be truly taxing. The Ritual may involve a 
rare resource which the immortal character will have to go out of his way to find and 
conduct a ritual with! 
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Varian Rule: Corruption 


VARIANT RULE: CORRUPTION 


In places rich with evil energies corruption seeps 
into the body, and slowly corrodes the mind. 

When players take a long rest in an area rife with 
such evils they will incur one level of corruption. 
Have them roll a hit die and reduce the total from 
their maximum HP. Additionally, particularly 

evil enemies may invoke a Wisdom saving throw 
upon contact and force players to take a level of 
corruption if they fail. In direct opposition to 
Corruption is Benediction; sites of Benediction are 
holy grounds often blessed by powerful priests, gods 
or places where the forces of good are populous. 
Taking a down time to mend the soul and mind at a 
site of benediction will clear all levels of Corruption 
from an affected player. Alternatively, you may allow 
players to conduct a cleansing ritual or cast Greater 
Restoration to cleanse the Corruption from a party 
member fully. 


Variant Rule: Alignment That Matters 


VARIANT RULE: ALIGNMENT THAT MATTERS 


Wuy Use ALIGNMENT: 

It’s all too often the case that a player will see an opportunity to gain power; and 

take it, regardless of if it was within the parameters of their character to do so. If 
pressed, they will simply come up with a justification after the fact. By employing 

an Alignment system in your game; you can reward players who stay within their 
alignment, curtail metagame play of making in-the-moment power driven choices 
and make alignment shifts a meaningful, plot driven event that occurs for players. 
Additionally, by applying an alignment requirement for certain spells, magic items or 


choices, you can incentivize players to roleplay their character actions rather than the 


player desires. 


DeFine GOOD AND EVIL 

Most players have wildly different definitions of what makes an action evil, or chaotic 
and can heavily lawyer for why burning down that Orphanage is actually a Lawful 
action. To this end, it’s important to hammer out exactly what evil means in your 
setting. We suggest using the Axis of Good and Evil, Law and Chaos as fundamental 
forces of energy in your setting. When you take an action, it can generate a level of 
energy into the cosmos. Raising the dead might be an evil action and thus create a 
measure of evil energy. Whats important is the action itself; not the motivation. If 
you raise a bunch of dead to save the world from demons; the act of necromancy is 
STILL evil despite the good intentions you had behind it; thus the primal forces of 
evil you generate create a negative impact in the universe. And so, the action is evil. 


TRACKING ALIGNMENT AND ALIGNMENT SHIFTS 

Sometimes a good player gets wrapped up in the evil antics of a party and although 
they were an accomplice in infanticide, they perhaps should not be fully shifted into 
an evil aligment for it. To this end, tracking player alignment should be a nuanced 
affair. Big choices should have big consequences and small choices, small ones. More 
importantly, when a player pushes too far; and shifts into a new alignment; it should 
be made clear to them that this is not permanent and they can atone for their ways 
if they do not wish to embrace the new alignment. You can provide them with a 
redemption quest or arc to manually shift the alignment back. However, this should 
only ever be an option once for either direction of the Alignment axis. 
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Variant rules: More Interesting Weapons 


VARIANT RULES: MORE INTERESTING WEAPONS 


The main idea of the following rules is just to spice up martial classes and what their 
options are in combat. 


SOCKETED WEAPONS 


Players always need a new gold sink, and you always 
need new crap to shove in chests. Enter; Socketed 
Weapons. The idea is simple, there are weapons in 
the world with sockets in them and magical gems 
you can shove in there. Populate the world with 
gems that each have a spell or minor ability assigned 
to them that once socketed into a weapon, allows 
that weapon to cast said spell. 


Allow players to optionally replace one of their 
attacks with the use of this spell. Or- if it’s a 
particularly strong spell; allow them to cast it as part 
of their full action. If the Spell in question calls for a 
Spell attack or DC Save; simply have them caculatue 
8 plus Strength or Dex (Whichever is higher) plus 
Proficiency for the purpose of discerning the save 


Le: 


Finally, Stuff those gems into Shops and Dungeons and give your martial players a 
new range of options and customization. 


(We have added a sample socketed weapon along with sample gems in the magic 


items section of this book.) 


Elemental Weapons 


ELEMENTAL WEAPONS ONLX 


In the current game a +1 weapon bypasses all immunity and resistance, flat out. 


Thats stupid and boring. 


This is a very fast and easy fix to make. In which, what weapon your fighter uses 
actually matters. Simply remove all ‘magic’ damage from the game, there are no basic 
+2 weapons, instead every weapon is now a +2 elemental weapon. It still gives the 
bonus to ‘to hit’ and ‘damage’ rolls but now the weapon does a specific elemental type 
of damage, which a monster can be resistant or immune to. 


The end result of this may very well be your fighter has 3 or 4 different weapons they 
carry around in a golf bag for any kind of enemy they face. 


You can also use the same idea for armor, all armor is ‘of x resistance’ Its a nerf to 
straight up +1 armor, but having a Helmet of acid resistance is much more unique 
and memorable when it actually saves you from dropping to 0 hitpoints. (Don’t 
forget to give your humanoid monsters elemental-resistant armor too!) 
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Sovereign Weapons 
SOVEREIGN WEAPONS 


Sovereign Weapons are class-agnostic magical weapons whose power grows alongside 
that of players and intended to be of use even for pure casters. Over the course of 

a campaign, the weapons themselves will level up independently and gain access to 
feat pools of which players may pick one for each tier level. There are three tier levels 
total of Sovereign Weapon feats and it is suggested that you spread them out evenly 
over the course of a game. Additionally, these weapons are balanced and designed 

so that players may only ever have one. If your players attune to more than one and 
begin benefiting from multiple feat tiers, the balance of your game may go wildly 

out of whack; For this reason we suggest a thematic forewarning to your players as 

to why they can't have multiple Sovereign Weapons. Players might go insane, or start 
attacking the party or just plain old get possessed. Lastly, we did not bake in the math 
of +1, +2, +3 and such levels to the weapons; as these numbers are heavily dependent 
on what level bracket you are in and when you introduce the weapons into your 
campaign. In most campaigns, players have a +1 weapon by level 5. And you may well 
never see a +3 weapon if your game only lasts to level 10. As a GM, you should decide 
accordingly when, if at all, a Tier of Sovereign Weapons feats also passively upgrades 
the weapon by an additional +1. 
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Sovereign Weapons Tier 1 
SOVEREIGN WEAPONS TIER | 


The first tier of Sovereign Weapon feats is designed to work with the ‘Socketed 
Weapons’ rule (p.114) from earlier in the book. Each weapon starts with 1 socket and 
gains another socket as the tier increases. 


If you are not running those rules or if the players already have access to magic 
weapons, it is suggested you simply make this tier a flat +1 or silvered weapon feature. 


APPEARANCE: Golden Metalwork that emits a dim golden glow 
IGNORES RESISTANCES: Fiend, Undead, Aberration 


HEAVENLY WEAPONS ARE THOSE THAT HAVE BEEN TOUCHED BY THE 
HAND OF Divinity, GODS OR THE NATURAL ENERGIES OF THE DIVINE 
REALMS. THEY NATURALLY PIERCE THROUGH EVIL AND ARE THE HEART 
OF MANY HEROIC TALES THROUGH THE AGES 


APPEARANCE: Black metal work with shadowy whisps emanating from it 
IGNORES RESISTANCES: Dragons, Celestials 


THERE ARE TIMES WHEN THE GODS THEMSELVES PROVE A THREAT TO 
MORTALS AND ARMS MUST BE TAKEN UP TO OPPOSE THEM. ABYSSAL 
WEAPONS ARE FORGED BY HELLISH WISDOM AND EXIST TO HUNT DOWN 
THE THINGS MORTALS BELIEVE TO BE DIVINITY 


Sovereign Weapons Tier 1 


APPEARANCE: Glowing arcane runes dot the metalwork of the weapon 
IGNORES RESISTANCES: Fey, Elementals, Plants 


THESE WEAPONS ARE ENSORCELLED WITH ANCIENT RUNES OF GREAT 
POWER, ETCHED DIRECTLY INTO THE IRON OR STEEL, WHO HUM WITH 
SPELL POWER AND FORGOTTEN KNOWLEDGE. ‘TYPICALLY CRAFTED WITH 
THE AID OF POWERFUL WIZARDS, THESE ARE THE CHOICES OF THE 
MAGICALLY INCLINED 


APPEARANCE: Rather mundane all things considered 
IGNORES RESISTANCES: Monstrosities, Beasts, Oozes 


NOT ALL HEROES ARE SO FORTUNATE AS TO BE GRANTED MAGICAL 
WEAPONS BY THE GODS TO COMPLETE THEIR QUEST. LEGACY WEAPONS 
ARE ONCE MUNDANE WEAPONS THAT HAVE BEEN MADE POWERFUL BY 
THEIR USE. THEY ARE THE ARMS OF LEGENDARY HEROES WHO ROSE AND 
FELL, AND NOW? THEIR WEAPON 1S YOURS. 


APPEARANCE: Dark red coloration to the metalwork 
IGNORES RESISTANCES: Humans, Giants, Constructs (This includes class 
features such as Barbarian’s Rage, feats and even magical item effects) 


DARK SPIRITS DWELL WITHIN THESE WEAPONS; THEY HAVE A THIRST FOR 
ESH AND SOME SAY THEY CANNOT BE SHEATHED AGAIN UNTIL THEY HAVE 
CLAIMED AT LEAST ONE LIFE. DEMONS, DEVILS, VAMPIRES AND WRAITHS. 
WHAT DWELLS IN THE BLADE 1S ALWAYS EVIL, BUT ALSO ALWAYS OFFERS 
1TS POWER. 


Sovereign Weapons Tier 2 


SOVEREIGN WEAPONS TIER 2 


The second tier of Sovereign Weapon feats is your damage tier- they are designed to 
simply tack on a little extra Damage Per Round or allow a player a situational method 
of getting a little extra in. Obviously, players are already wildly over powered in Se 

and dont need even MORE damage. But they also tend to value magic weapons less if 
they aren’t hard number advantages. Alas, this tier is a necessary evil. Remember, the 
Sovereign Weapon also gains another gem socket if you are using those rules. 


PREREQUISITE: Ability to cast 1st level spells 


EFFecT: +2 for attacks and damage rolls made with a chosen school; increase 
spell save DC by 2 


ALL SPELL ATTACKS OR SPELLS THAT CALL FROM A SAVING THROWS 
YOU CAST WHILE USING YOUR SOVEREIGN WEAPON AS YOUR CASTING 
FOCUS OR HOLY SYMBOL WILL NOW BE MADE WITH A +2 TO ATTACK AND 
DAMAGE AS WELL AS AN INCREASE OF 2 TO YOUR SPELLSAVE DC. 


PREREQUISITE: Ability to cast 1st level spells 
EFrFEect: Change the damage type of spells you cast 


WHEN YOU CAST A SPELL WITH A SPELL SLOT, USING YOUR SOVEREIGN 
WEAPON AS YOUR CASTING FOCUS, YOU CAN TEMPORARILY REPLACE ITS 
DAMAGE TYPE WITH A TYPE THAT APPEARS IN ANOTHER SPELL, WHICH 
MAGICALLY ALTERS THE SPELLS FORMULA FOR THIS CASTING ONLY. YOU 
MUST HAVE AT LEAST J SPELL THAT DOES THE TYPE OF DAMAGE YOU 
WISH TO SWITCH TO. 


Sovereign Weapons Tier 2 


PREREQUISITE: None 
EFFECT: You may use an ability score of your choosing in place of Strength/Dex 
for weapon attacks 


CHOOSE ONE ABILITY SCORE. WHEN MAKING A WEAPON ATTACK, WITH 
YOUR SOVEREIGN WEAPON, THAT USES YOUR STRENGTH OR DEX MODIERS 
TO DETERMINE ATTACK AND DAMAGE. YOU MAY INSTEAD USE THAT 
ABILITY SCORE TO CALCULATE THE RESULTS. 


PREREQUISITE: Strength score of 16 or higher 
EFrect: Dual Wield two-handed weapons, and gain +1 AC 


Your SOVEREIGN WEAPON INFUSES YOU WITH UNNATURAL STRENGTH. 
FOR THE PURPOSES OF DUAL WIELDING, ALL OFF~HAND WEAPONS ARE 
CONSIDERED LIGHT WEAPONS FOR YOU. YOU GAIN THE TWO-WEAPON 
GHTING STYLE. AND YOUR AC INCREASES BY ONE WHILE DUAL~WIELDING. 


PREREQUISITE: Dexterity of 14 or higher 
EFFEecT: You gain the Sneak Attack feature 


ONCE PER TURN, YOU CAN DEAL AN EXTRA JD8 DAMAGE TO ONE 
CREATURE YOU HIT WITH AN ATTACK IF YOU HAVE ADVANTAGE ON THE 
ATTACK ROLL. YOU DON'T NEED ADVANTAGE ON THE ATTACK ROLL 

IF ANOTHER ENEMY OF THE TARGET 1S WITHIN 5 FEET OF IT, THAT 
ENEMY ISN'T INCAPACITATED, AND YOU DON'T HAVE DISADVANTAGE ON 
THE ATTACK ROLL. IF YOU ARE ALREADY HAVE ACCESS TO A SIMILAR 
FEATURE, THE DAMAGE DICE 1S SIMPLY ADDED TO YOUR DAMAGE ROLL. 
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Sovereign Weapons Tier 2 


PREREQUISITE: None 
EFrect: 1d4 Elemental damage type of your choosing 


CHOOSE ONE OF THE FOLLOWING DAMAGE TYPES: 
‘YOUR WEAPON DEVELOPS A 5 FOOT GLOW WITH THE 
COLOR OF SAID DAMAGE TYPE AND APPLIES AN EXTRA 
ID4 DAMAGE OF THAT TYPE EVERY TIME YOU LAND 

A MELEE ATTACK WITH YOUR SOVEREIGN WEAPON( 
Acip, Coup, Fire, Lichtnine, Necrotic, RADIANT) 


PREREQUISITE: None 
EFFEcT: Increased number of attacks 


ONCE ON EACH OF YOUR TURNS WHEN YOU MAKE A WEAPON ATTACK, 
YOU CAN MAKE ANOTHER ATTACK WITH THE SAME WEAPON AGAINST A 
DIFFERENT CREATURE THAT 1S WITHIN 5 FEET OF THE ORIGINAL TARGET 
AND WITHIN RANGE OF YOUR WEAPON. 


PREREQUISITE: Nothing held in your off hand 
Errect: Enhanced Dodge action 


WHEN YOU TAKE THE DODGE ACTION YOU INSTEAD GO INTO A RIPOSTE 
STANCE. WHILE IN THIS STANCE ANYONE WHO MOVES INTO YOUR RANGE 
PROVOKES AN ATTACK OF OPPORTUNITY. YOU MAY ALSO MAKE ONE 
ATTACK AGAINST ANY ENEMY WHO MISSES YOU AS PART OF THEIR ATTACK 
ACTION, AS A FREE ACTION. 
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Sovereign Weapons Tier 3 
SOVEREIGN WEAPONS TIER 3 


The third tier is designed to be a utility tier, largely for flavor abilities that won't 
majorly change the player’s Damage per round. There are some combinations that can 
add a little damage, but largely, this tier exists for the purpose of fleshing out what the 
identity of their weapon is and to aid in skill challenges or gain access to knowledge 
subsets. 


PREREQUISITE: None 
EFFrectT: Asa bonus action, this weapon returns to your hand on command 


CHOOSE A COMMAND WORD; AS A BONUS ACTION YOU MAY DECLARE THIS 
COMMAND WORD AND YOUR WEAPON WILL RETURN TO YOUR HAND. THE 

SPIRIT WITHIN THE BLADE 1S INTELLIGENT AND WILL CHOOSE A PATH OF 
LEAST RESISTANCE, INCLUDING MOVING AROUND CORNERS AND OBSTACLES. 
lf THE BLADE MOVES AT LEAST 20 FEET WHEN RECALLED, 1T WILL MAKE 
A MELEE ATTACK AGAINST THE FIRST LIVING CREATURE WITHIN ITS PATH. 


PREREQUISITE: None 
EFFECT: Your weapon can be conjured at will and may remain hidden if you 
so choose 


THE SPIRIT WITHIN YOUR WEAPON FREELY MOVES IN AND OUT OF THE 
SPIRIT WORLD. YOU MAY CHOOSE TO ORDER THE WEAPON INTO THE 
SPIRIT WORLD AS A FREE ACTION. IT BECOMES INTANGIBLE, AND INVISIBLE 
AS 1T MOVES INTO ANOTHER PLANE. YOU MAY ALSO CONJURE THE 


WEAPON TO YOUR HAND, 1T TELEPORTS INTO PLACE FROM WITHIN THE 
SPIRIT WORLD. 
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Sovereign Weapons Tier 3 


PREREQUISITE: None 
Errect: Allows you to cast spells from the position of your weapon 


YOU MAY USE YOUR SOVEREIGN WEAPON AS A SPELL FOCUS FROM ANY 
RANGE THAT YOU CAN SEE, FOR THE PURPOSE OF CALCULATING RANGE. 
For EXAMPLE, SHOULD YOU THRUST YOU SWORD INTO THE GROUND AND 
LEAVE THAT POSITION. YOU MAY CHOOSE TO CAST TOUCH RANGED SPELLS 
ON ANY CREATURE THAT COMES WITHIN RANGE OF THE SPELL. SIMILARLY, 
SPELLS THAT HAVE A XED RANGED WILL CALCULATE THAT RANGE FROM 
THE SWORDS POSITION REGARDLESS OF WHERE YOU ARE STANDING. 


PREREQUISITE: Proficiency with Stealth 
EFFECT: You turn invisible while hidden and stationary 


WHEN YOU TAKE THE HIDE THE ACTION AND ARE UNDETECTED; YOU 
BECOME INVISIBLE FOR SO LONG AS YOU REMAIN STATIONARY. ANY 
MOVEMENT, OR ACTION OF ANY KIND WILL BREAK THE CAMOUFLAGE. 


PREREQUISITE: None 
EFFECT: Your weapon is now imbued with a spell that can be used once per day 


CHOOSE ONE SPELL OF 4TH LEVEL OR LOWER THAT DOES NO DAMAGE. 
THAT SPELL 1S NOW IMBUED INTO YOUR SOVREIGN WEAPON. YOU MAY USE 
THIS SPELL ONCE PER DAY, THE SPELL RETURNS AT EACH DAWN. YOU 
MAY NOT CHANGE THIS SPELL ONCE YOU HAVE MADE YOUR SELECTION. 


Sovereign Weapons Tier 3 


PREREQUISITE: None 
EFFECT: Your weapon is now alive 


THE SPIRIT DWELLING WITHIN YOUR SOVEREIGN WEAPON 1S FULLY 
AWAKENED. IT HAS 1TS OWN KNOWLEDGE, ITS OWN GOALS AND YOU 
WILL HAVE TO MANAGE YOUR RELATIONSHIP WITH 1T. A MENTAL BOND 
FORMS BETWEEN YOU AND YOUR SOVEREIGN WEAPON. YOU ARE ABLE 
TO COMMUNICATE TELEPATHICALLY. HOWEVER, THE WEAPON ALL HAS A 
VOICE OF 1TS OWN AND CAN SPEAK VERBALLY WITH OTHERS IF 1T SO 
WISHES. 
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Sovereign Weapons Tier 3 


PREREQUISITE: None 
EFFECT: The weapon adopts features akin to an immovable rod 


YOU CAN SPEAK A COMMAND WORD (WHICH YOU CHOOSE WHEN YOU TAKE 
THIS FEATURE) WHICH CAUSES THE WEAPON TO BECOME MAGICALLY XED 
IN PLACE. UNTIL YOU OR ANOTHER CREATURE USES AN ACTION TO SPEAK 
THE COMMAND WORD AGAIN. THE WEAPON DOESNT MOVE, EVEN IF IT 

1S DEFYING GRAVITY. THE WEAPON CAN HOLD uP TO 8,000 POUNDS OF 
WEIGHT. MORE WEIGHT CAUSES THE WEAPON TO DEACTIVATE AND FALL. 
A CREATURE CAN USE AN ACTION TO MAKE A DC 30 STRENGTH CHECK, 
MOVING THE XED WEAPON UP TO JO FEET ON A SUCCESS 


PREREQUISITE: Heavenly Weapon 


EFFreEct: The blade will not take innocent life 


WHEN THIS WEAPON STRIKES A TARGET THAT HAS DEEMED TRULY 
INNOCENT, THE BLADE WILL SIMPLY ADOPT A TRANSLUCENT NATURE AND 
PASS THROUGH THE TARGET, REFUSING TO HARM THEM. IN ADDITION, 
ANY NON EVIL ALIGNED CREATURES FELLED BY THE BLADE WILL SIMPLY 
BE RENDERED UNCONSCIOUS RATHER THAN OUTRIGHT KILLED. ONCE 

PER DAY, THE WEAPON MAY CHOOSE TO CAST ZONE OF TRUTH AT ITS 
DISCRETION. 
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Variant rules: Diseases 
VARIANT RULES: DISEASES 


Diseases are far too easy to cure. A simple “Lesser Restoration’ spell and most of them 
are simply bypassed. Unless you are playing a gritty rule variant, that is far too cheap 
for what could be a fun extra mechanic. Also remember, all of that is only if they even 
contract a disease, and aren’t outright immune to it from a race or class features. 


There are classic tales throughout history about some mysterious aliment that needs 
an oracle or a brew of some special medicine. Made from the heart of a fire elemental, 
or you must venture to a mountain top for a specific flower. This kind of setup is 
great for side quest hooks. ‘This is also a great excuse to break out the more obscure 
monsters that don’t fit narratively into your campaign’s main story. 


Below are a few sample diseases that you can use to challenge your players. 


BLUE TONGUE 


[MECHANICALLY, THIS 1S A DISEASE THAT EATS SPELLS SLOTS OVER TIME 
UNTIL YOU PERMANENTLY LOSE THE ABILITY TO CAST MAGIC.J 


This is disease that feasts on magic. Only creatures innately magical, or able to cast 
spells are vulnerable to this disease. This disease is further spread by magic. 


When a creature infected with Blue Tongue casts a spell on another creature (harmful 
or helpful) that has magical abilities, the targeted creature must make a DC 18 
constituion saving throw or contract this disease. If a non-infected creature targets an 
infected creature with a spell or magical ability (harmful or helpful) they must also 
immediately make the save or contract the disease. 


While infected, The disease claims spell slots, slowly eating away at the magic of the 
diseased creature. The next time an infected creature finishes a long rest, one of their 
Ist level spell slots is already used for the day. Each day this effect persists the infected 
creature becomes more and more divorced from its magic, as another spell slot is 
taken away. If they run out of Ist level spell slots, move on to their 2nd level spell slots 
and so on. 


Soul Rot 


Once a creature is completely devoid of magic in this way, they are cured. However, 
they are also permanently unable to cast spells or magic abilities ever again. 


This disease can be dispelled with a casting of “Dispel Magic’, ‘Lesser Restoration, 
‘Remove Curse; or other such magical treatments. But, the creature casting the spell 
must succeed on a DC 18 CON saving throw or else be infected by the disease 
themselves. 


Finally, a creature can not cure themselves of the disease, a “Lesser Restoration’ spell or 
similar magic cast upon ones self fizzles. 


This disease may also be cured by making an obscure remedy from an elemental’s core. 
To make this antidote, you must be proficient with alchemy supplies or an herbalism 
kit, and use the core of any kind of elemental, which is consumed by the creation of 
the cure. 


When a cure is made, it can be used by up to 6 creatures. 


SouL Rot 


[MEHCANICALLY, THIS DISEASE BYPASSES ALL IMMUNITY, PHYSICALLY CHANGES 
YOU INTO THE FORM OF A DEVIL, AND SHIFTS YOUR ALIGNMENT TO Evi] 


This is a heinous disease from the bowls of a devil’s mind. This disease can only target 
those of good or nuetral alignment. 


This disease typically has to be injested or injected to take hold of the host. When 
this happens, the targeted creature must make a DC 15 constitution saving throw or 
become infected. 


This disease bypasses all immunities to disease, all advantage against disease, or any 
bonuses the target would normally get while trying to save against a disease. 


Once infected, the creature will slowly start to feel their morality wither as their body 
starts to become grotesque. Over the course of 3d4 days, their outward appearance 
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Healer’s Bane 


will become that of a devil or demon at the GMs discretion. Once the full time has 
passed, the characters alignment will also shift to evil. 


This disease can be be cured with a ‘Greater Restoration’ or “Remove Curse’ spell, 
along with a DC 15 spellcasting ability check by the caster. Other, weaker abilities 
that normally cure diseases will not work on this disease. 


However, finding a Cleric or Druid willing to help you might be difficult, as this 
disease also renders divination magic, or effects that sense a creatures nature, 
inaccurate. If “Divine Sense’ or ‘Primevil Awareness’ is used on you, you will show up 
as a fiend. If mind-reading or other truth-related magic is cast, it will show you are 


lying. 


A sure-fire way to cleanse this disease is to devote a week to meditation, prayer, and 
inner healing at a consecrated place. 


HEALERS BANE 


[MEHCNAICALLY, THIS DISEASE 
FORCES ALL HEALING TO 

BE AT THE EXPENSE OF THE 
SPELLCASTERS OWN HITPOINTS] 


This disease is normally spread 
through inhaling parasitic spores. 
Either naturally in a fungus-heavy 
area, or used in a trap. These spores 
feed on magic. Particularly healing 
magic. Kind of like a tape worm. 


Soul Rot 


When exposed to this disease, the creature must make a DC 15 constitution saving 
throw or be infected. The disease incubates until the next long rest, If cured before 

a long rest elapses, the spores dont fuse to the nervous system and no damage roll is 
necessary for their removal. Otherwise, the spores will spread throughout the body 
and fuse to the creature’s nervous system. The Infected creatures skin will become 
yellowish in color and mushroom-like growths will start appearing all over the body. 
The infected creature sustains the following ailments: 


As long as the creature is infected with Healer’s Bane, any healing through magic or 
abilities they preform, will come at the cost of their own hitpoints. Damage caused 
this way causes concentration checks.(Example: Healing a creature for 11 hitpoints, 
injures you for 11 hitpoints as the magic accelerates the growth of the fungus, quickly 
ballooning from under the skin, and rupturing. This looks like painful blisters and 


cracked skin.) 


Additionally, the infected creature only receives half the normal hitpoints regained 
from all sources of healing except rests. As the parasitic spores steal some of the 


healing for itself. 


Finally, curing this disease can be done through a ‘Lesser Restoration’ or stronger 
magic, however the shock of having the spores ripped from your nervous system in 
this way is extremely painful, and possibly deadly. the Infected creature healed this 
way instantly takes 15d10 damage 


The safe way to cure this disease is to get a druid or anyone who can talk to plants 
to soothe and coax the fungus into hibernation (DC 20 persuasion check). At 
which point it will detach from the infected creature’s system and may be painlessly 
removed. 
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Part 4: 
GM META7COMMENTARY 


LAKA — THE COMPLAINTS CHAPTER] 


This next section is aimed at meta commentary of the game as a whole, just some stuff 
I wanna talk about. Some of these things have been covered by lots of others, but some 
topics talked about here, I have never seen anyone talk about. 


These are just my stupid opinions for how a good game should be run, and complaints 
about the system in general. 


While I tried to come at this chapter from the perspective of talking to a newer GM and 
giving advice, I don’t have an actual answer to several of the problems discussed below. 


Dexterity is bad game design 
DEXTERITY 1S BAD GAME DESIGN 


As it stands now, dexterity is the single best stat in the game. Every single character 
benefits from high dexterity, regardless of class, subclass, or proficiencies. This is 
because dexterity controls way too many bonuses. Stealth, one of the most used skills 
in the game, is dexterity. Almost all damaging AOE spells rely on a dexterity save. 
Dexterity affects your initiative, and it affects to hit and damage bonuses for many 
weapons. 


Compare this to strength, constituion, or intelligence. Strength is a dump stat for 
basically every class. Even a mighty raging Barbarian can just decide to forgo their 
bonus damage to instead max dex and con, and become an unkillable tank. Albeit, 
they won't do much damage. Similarly, intelligence is your mental dump stat. It is 
useless for almost every class sans the Wizard and a couple other additions that have 
since been retconned to try to make intelligence relevant. 


Constitution is a bit different because it is important, it affects your hitpoints. 

But what else? How long you can hold your breath? Saves against poison and 
disease(which several races and classes are already immune to)? Constitution has NO 
skills attacted to it. 


Now compare all of those stats with dex, and you begin to see how dexterity is the 
single best stat because it is flat out better than everything else. You get more benefit 
out of a high dex than any other stat in the game. 


And thats why it’s bad game design. If you offer the players of any game, be it 
TTRPGs or video games or even board games, an optimal strategy to always get 

an advantage. They will use nothing else. Because why would they? Its factually 
mathematically better to put as high a number into dex over any other secondary stat 
for your class. So why not? 


My only real solution to this, would be to just change stuff around. Don’t rewrite the 
whole ability score system, but maybe make less spells works off dex saves. Maybe 
make initiative based on intelligence. Maybe make all melee and ranged weapons use 
+dex for ‘to hit’ rolls, but +strength for damage rolls. 
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Challenge Rating: A worthless measurement 


CHALLENGE RATING: A WORTHLESS 
MEASUREMENT 


Long story short, challenge rating means nothing now. Challenge rating is 
SUPPOSED to represent a medium encounter for a party of 4 players at the same 
level. The problem with this, is that challenge rating has not changed since the game 
started. A CR 4 monster in 2014 is as strong as a CR 4 Monster now (if the rules 
were followed). Conversely, player character power levels have gone through the roof 
over the years. A fight that would be hard for a group of 4 base game classes would be 


a cake walk for a group of 4 players using class options from later source books. 


As such, I have mostly thrown it out, just eyeballing stat blocks and guesstimating 
how much damage something should do for a certain level of group. I still have it in 
my monster stat blocks in this book, but it’s just a ballpark. 


The best thing I have found to do, is err on the side of too strong, and if it turns out 
your monster is overtuned, just lessen the damage a bit, or make it take unnecessary 
opportunity attacks, or maybe its health mysterious drops by 50 points. Or maybe it 
doesn’t use all its legendary actions this turn. This is just normal GM stuff I assume 
most people learn over time. Its all about ‘sleight of hand’ and ‘tricking’ your players 
into thinking they totally earned that dragon boss fight win even though you had to 
fudge 5 rolls in a row to avoid a TPK. 


This leads into another topic that is ‘feircly debated’ for some reason, about fudging 
and trying to keep the players alive. And I’m firmly in the camp of belief that players 
should only die when they do something remarkably stupid AND the dice don’t go 


their way. 


The players should never come away feeling like you were out to get them. If they die, 
or if there was some TPK, they should feel like it was their own fault (because it was). 
That way, they can plan better next time, and hold onto their next character more 
carefully. 


Keep it simple, stupid 
KEEP 1T SIMPLE, STUPID 


The main issue I run into when I’m running big boss fights, is forgetting how the boss 
is supposed to function, and forgetting one of its key abilities, leading to me being 
confused as to why the boss fight was so anticlimatic. Only to then see five rounds 

in that the players were supposed to be getting buried alive by falling dirt the entire 
fight. 


There is no sure-fired way to fix this problem. High CR monster’s stat blocks are 
abuseivly large because they have to be. They NEED to have a ton of options to make 
them a challenge for whatever shenanigans a 15th level Druid-Monk combo can 
come up with. 


What I have found to be the best way 

to fix this problem, is to simply make 
reminders for yourself on the map or stat 
block itself, something that will stand out 
and catch your eye to remind you of some 
ability. 


Do you want to give your mad scientist 
boss the ability to siphon the life out his 
monstrosity creations that are incubating 
in test tubes to heal himself to full with 

a single action? Prompting the players to 
destroy the tubes instead of just the old 
surround and pound like every other boss? 


Well, put something on the map, if it’s 
physical like a bright color mark, then put 
it in line of sight, put it on a square on the 
board, something you have to look at that 
will remind you that mechanic is in play. If 
its on a virtual table top, put notes directly 
on the map on the GM layer. 
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Keep It Simple, Stupid 


Another tip would be to lay off spellcasting bosses as much as possible. The squishy 
ultra-powerful 19th level wizard is far too swingy. One of two things is going to 
happen. 1.) He gets counter spelled every single turn, and dies without doing any 
damage, or 2.) he instantly TPKs the party with an 8th level “Circle of Death’ because 
no one rolled well enough to pass the save. 


Magic and spells are awesome, and fun to use for your villains, and its a treat for us 
GMs to use those super high level spells that never see play normally, but unless you 
want to throw out concentration entirely, and make all its abilities innate and require 
no components so they can’t be counter-spelled; just go easy on caster bosses. 


You might be tempted to make ‘phases’ for your big boss, like a video game. But 
I would advise against that. From my experience, It just leads to you forgetting 
something important because you are trying to spin even more plates than what’s 
required. 


A NOTE ON ENVIRONMENTAL HAZARDS: Making the enviornment dynamic can 
really add spice to combat. Its much more fun to fight on a rickety bridge 100 feet 
over rapids than in a 50ft by 5Oft stone square room with no cover. What you should 
expect though, is whatever environmental challenge you are using against the players, 
such as lava to punish a misstep or failed Dex save, water imposing disadvantage, sand 
slowing movement speed, or high winds making ranged attacks almost useless. You 
should be prepared for the players to use it against the monsters. 


For example: If you put a rope bridge across canyon, and then have a pack of griffons 
attack them, you should be prepared to let a griffon fall to its death when the party 
somehow makes it go prone, thus falling on its turn. 


This not only makes your environmental hazards meaningful, engaging, and fun. But, 
it also makes the players feel smart of ‘outsmarting’ the monster. 


When it comes to riddles, players are lazy, not stupid 


WHEN IT COMES TO RIDDLES, 
PLAYERS ARE LAZY, NOT STUPID 


When I make my own dungeons, one of the hardest parts is making the non-combat 
rooms. Putting two Gorgons in a room is easy, but thinking up a puzzle that will test 
your friends’ wits for a good five minutes is tricky. 


I said five minutes because thats about the perfect amount of time. There is a 
particular balance in these sorts of things, where if you make it too easy, the players 
will solve it before you even finish reading the clues, and it was no challenge. 

If you make it too hard, everyone will get stumped, and after a couple failed attempts 
might start to check out, pull out their phones, ect. 


This isn’t because the player is an idiot, they are just lazy, they don’t enjoy this part of 
the game, or they recognize this is something they can’t solve with a character sheet, 
and feel their immersion being broken. There are alot of possible reasons for this. 


How much mind-teasing content you put in is up to your group. A casual ‘beer and 
pretzels’ type of group that is always drunk wouldn't be a good fit for a deduction 
puzzle, but serious players that like to roleplay in character and are always engaged 


probably would be. 


Just know your group’s atmosphere, know your players, and you can decide 
accordingly. 


KEEP YOUR PLAYERS IN MIND: I don’t think its a controversial statement to say 
that the majority of people playing Tabletop roleplaying games are sharp mentally, 
and most likely have some kind of formal education. Don’t be afraid to pull out some 
high-school level geometry or simple college algebra for a problem. Logic puzzles are 
also good. 


However, this has its limit, if your puzzle starts requiring a calculator able to do 
integrals and cubed roots, you have gone too far. 
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Prep is typically unnecessary 


LET THE PLAYERS CHEAT: This is not to say I think its a good idea to let them say 
“IT want to roll intelligence to solve the puzzle” but more so in the “I cast “Passwall’ to 
go around the doorframe, bypassing the puzzle completely.” I am in the camp that I 
believe you should let players skip encounters if they are clever, and expend resources 
for it, especially if they are giving up the loot they would have gotten for doing it the 
normal way. 


ACTUAL ADVICE FOR PUZZLES: I dont really have any, The game has no set rules 

for making traps or riddles, they are completely freeform, since there is no structure, 
there is nothing to build off of. I personally will look online for resources, particularly 
those not designed for T'TRPGs, such as word scrambles, crosswords, logic puzzles, 
anagrams, ciphers, ect. Then I reformat the puzzles to fit my needs. 


IMPROV > PREPERATION 


Improvisation is a key skill for game masters to hone. Prep is essential, but you also 
need to be loose and go with the flow of what your players are giving you. 


This works very well for new player backstories as well. Fitting in a new player’s 
character into the middle of a campaign can be hard. So why not just improvise their 
backstory on the fly? You need a decently experienced player to work off of, but ask 
leading questions to make the player start establishing things about their character, on 
the spot, in game. And adjust the game environment to accommodate them. 


Example: The group is tracking a band of goblins through the woods, and the new 
player is a weird homebrewed gnoll or something? Okay, ask the player how he got 
out here, where is his family? Is he an outcast? Why is he out in the woods alone? The 
player says the goblins have his sister as a hostage. You didn’t plan for any hostages to 
be in the goblin cave, but there is one now. 


If the players aren’t around to see it, just retcon it 


IF THE PLAYERS AREN'T AROUND 
TO SEE IT, JUST RETCON IT 


This is a bit of more sneaky sleight of hand trick. Which would be best used to 
push the players back on track, or guide them to a certain set piece or plot location, 
introduce new plot threads, ect. 


My advice here, is simply: if your players ignore a plot coupon, ignore quests, wander 
off into the wildness to go on a fishing trip, you have free reign to change anything 
about the story you want. Towns can burn down while they are gone if it will help 
them get back on track. Bounty hunters come after them in the woods. ‘What for?’ 
doesn’t matter, make something up. There is a new bounty on gnome ears. Whatever. 
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If the players aren’t around to see it, just retcon it 


Of course you need to stay on top of these things, WRITE DOWN your made up 
bullsh!t or you will forget it, and it will create plot holes. 


Let me be clear though, I am not advocating for railroading (the real definition of 
taking away player agency so their choices don’t matter, not the buzzword definition). 
In fact this is the opposite, this tactic is entirely for making their choices, or lack 
thereof, have deep lasting consequences. The world, the town, the BBEG, and the 
local politicians dont go into suspended animation while your party is in a dungeon 
for a week. 


Making stuff happen while they are pre-occupied makes the world feel more real, 
mote alive. It will deepen the sense of immersion for most players, not break it like 
railroading will. 


To be extra thorough, so I dont get screamed at for being a terrible game master. I’m 
going to give an example: The second arc of my most recent campaign started with 
a political assination with planted evidence that framed a player. The player was a 
noble, and had diplomatic immunity at the time, so was not arrested and allowed to 
return home, but was warned that ‘the feds’ were gonna talk to him at some point. 


Instead of doing anything to mitigate this, the implicated player, and rest of the party 
ignored it, and left for a week into a giant dungeon to get an artifact. When they 
resurfaced they came back to town, and learned that a cross-country agreement had 
been signed to allow the arrest of the player, despite his normal immunity. 


This cross-country agreement was mostly made up on the spot, but the intention is 
not to punish the player for ignoring the plot, or force the party to do the main story, 
its to introduce new side-quests and plot threads. Now the rest of the party has to 
figure out how to break out their arrested teammate from jail. And, if they do that, 
will they be wanted criminals as well? What do they know about the jail? Maybe the 
stonemasons who built it know a secret passage, maybe they can call in a favor from 
the thieves’ guild to get a skeleton key for the cells? 


The Metagaming Boogeyman 
THe METAGAMING BOOGEYMAN 


As of late, its become ‘fashionable’ to use the term “metagamer” as a derogatory term 
to describe anyone you deem a bad player. But that is something I never understood. I 
think a certain amount of metagaming is unavoidable, as it is subconscious. 


For example, you, as a player, KNOW that your party’s Cleric goes next in initiative. 
He can cast a spell to bring your Fighter back to consciousness, you dont need to 
waste your action, AND a potion on him when you could instead throw some AOE 
spells and clear half the room, thereby reducing the number of incoming attacks from 
enemies. 


Some people try to think only about what their character would do, and they see this 
as virtuous, the ‘correct’ way to play. However, if your in-character bad decisions lead 
toa TPK, no one is going to be any less angry at you. 


This is another gray area balancing act. Obviously you should try to not use meta 
knowledge that trolls dont regenerate when taking fire damage if you are playing a 6 
intelligence Barbarian that has never seen one before, but casting ‘Shatter’ on a group 
of enemies affected by “Hypnotic Pattern’ because “I didn’t know they were dazed” is 
just being an annoyance to the rest of the group. 
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THANK YOu 


Thanks for taking the time to read some of my stuff. This is my first publication, my 
first ‘real’ project I have put out for the world to see. This is now the revised version, 
after taking feedback from the community and playtesting even more, I was able to 
make the book even better. And I am always grateful for constructive criticism. 


It took over a year to finish everything, and it wasn’t cheap or easy. The book had 
hundreds of revisions. And, as an independent author, I spent countless hours editing, 
proofreading, revising, rewriting, playtesting, coordinating everyone I commissioned 
for it, etc. But I believe it was all worth it in the end. 


I plan on continuing to make content that I’m passionate about for Se and other 
systems. With the goal of growing myself in the community as a trusted creator. 


If you liked anything in this book, please consider following me on Youtube, Ko-fi, 

or Twitter. To be alerted when my next projects are released. Or, if you want to see 
some behind-the-scenes stuff like draft art. I will also most likely post sneak-peek stuff 
for future projects on my socials. Finally, I have a FAQ on my ko-fi and am always 
available if you want to reach out for any questions or concerns you have. 


https://www.youtube.com/@forevergmproducts/videos 
https://ko-fi.com/forevergmproducts 
https://twitter.com/4everGMproducts 
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